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THE FLOW OF THE GAME 


A Wide variety of adventures await in the world of Phantasy Star 

Online. You can play the Main Quest either online or offline and you 

can play different Hunter’s Guild Quests in both the online and offline 
modes. But the backbone of the game, and the key to unlocking new 
areas and quests in both modes, is the offline Main Quest, which oro- 
gresses as follows: 
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EPISODE 2 
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-e black arrows represent accomplishments that are permanently saved in 
single-player mode, while the gray ones are not. So if you beat the first Boss 
talk to the Principal (which you have to do after beating each boss in Episode 
i;, and quit your game, you would have access to Cave 1 and the Tier 3 Hunter’s 
Guild Quests when next you play offline mode (note that you must beat all the 
Tier 1 Hunter’s Guild Quests before you can access later ones). In Online Mode 
any team you start will also now have access to the Caves (if someone else 
started the teams, you’ll have access to whatever areas he or she unlocked) 

If you only made it as far as Forest 2 before you quit, you’ll get to save all of your 
items and EXP, but when you next load your game you’ll only be able to warp 
to Forest 1. Remember that nothing you unlock in online or multi-player mode 
is ever saved: You could have beaten the entire game online, but if you haven’t 
been playing single-player, then you’ll still only have access to Forest 1! 

After defeating the last Boss in single-player mode, you’ll be allowed to 
select Hard Mode, which offers harder enemies, more EXP, new items, and a 
new form of the final boss. Beat that, and you’ll unlock Very Hard Mode for your 
offline quests. Beat Very Hard Mode to unlock Ultimate Mode. The rules for 
these modes are different online: You can join or start Hard Mode quests as 
long as you’re at least level 20, and Very Hard Mode Quests if you’re level 40+ . 
You do not need to have beaten the previous modes. 


























































































THE TWELVE CHARACTER CLASSES 


-stead of individually selecting your character’s species, job, and gender, you 
E-st select one of twelve preset character classes. They are divided into three 
jps: Hunters, Rangers, and Forces, and each comes in four varieties. The 
-~ee species found in these groups are Humans, Newmen (frail elvish characters 
*o excel at techniques), and Androids (powerful artificial beings who can sense 
use traps, and are immune to most status conditions, but can’t use tech* 
:^es). While standing still, Newmen regenerate TP and Androids regenerate 
The rate of regeneration increases with the character’s level. Humans do not 
*cr~erate. The classes are listed below, and in greater depth starting on page 
The six major stats are listed to the right, with bar graphs showing how each 
:^ss fares in that category (all comparisons were made at level 25 ). 


DFP (Defense Power) 

When you take damage, this stat affects how 
much you’re able to shrug off. A hit that could 
drop a FOnewm may only do half that damage to 
a Hunter. 


EVP (Evasion Power) 

When you Evade, you block with your Shield or 
Barrier and take no damage. You can’t evade 
tong range attacks, so this stat is most important 
for characters who are on the front lines. 



HUNTERS 


Hunters use mostly short-range weapons, 
like Sabers, Daggers, Swords, and 
Partisans. Since they’re mostly in tHeJront 
lines, Hunters both take and dish but'ffTe" 
most damage, which allows therr 
their Mag’s Photon Blasts more often tharf" 
other classes. HUmars and HUnewearls 
also have the capacity to use techniques, 
making this class ideal for those who want 
to experience all aspects of Phantasy 
Star Online. 


'(From left to right, HUcast, HUcaseal, HUmar, and HUnewearl) 
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ATP (Attack Power) 

-- Att ack-^Power determines how much damage 
weapon attacks do\(even for guns). This stat 
must be at a certain (evel before you can equip 
Hunter weapons. 


ATA (Attack Accuracy) 

This determines how often your attacks hit, and 
is especially important for long-range weapons 
(since accuracy is affected by distance). 
Requirements to use guns are based on ATA. 


Gun-weildjng Rangers are probably the 
easiest class to play, since they can kill 
most reguAr enemies from a safe distance, 
and only need to worry about large hordes 
and bosses. The android RAcast and 
RAcaseal are valued in online play for their 
ability to both see and destroy traps at a 
distance. The RAmar and RAmarl lack this 
ability, but are capable of using techniques. 


(From left to right, RAcast, RAmarl, RAmar, RAcaseal) 


Forces are terrible in melee combat. Their 
class's exclusive weapons are weak, they 
can't use Armors and Shields, and they're 
notoriously frail. But they do get a ton of 
TP and can use powerful techniques early 
in the game. Their ability to use techniques 
that benefit the whole party, like Reverser, 
Resta, Shifta, and Deband, make them 
valuable members of online parties. But 
offline, they are the most difficult class to 
clear the game with. 


(Fro m left to right, FOnewm, FOmar, FOnewearl, and FOmarl) 
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MST (Mental Strength) 

This stat affects when you can learn techniques, ' 

how effective they are, and what your TP max is. 

The minimum requirement to use Force weapons 
is based on MST. 

HP (Hit Points) 

Obviously, this stat determines how much dam¬ 
age you can take before you die. No weapons or 
armor can improve your HP—it only rises when 
you level up or use HP Material. 
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Characters & Tactics 




Tekker 


What Your Section ID Means 


Sonic Team has done a number of things to ensure that 
everyone who plays Phantasy Star Online has a different 
experience. The Section ID is one such contrivance. Every 
character is assigned one after its creation, and that ID 
affects many aspects of the game, including: 

• Random item Appearances - You may find many ver¬ 
sions of a certain weapon, while a friend in a different 
section ID rarely finds any. 

• Mag Evolution - Your Mag may evolve differently from 
someone of the same class who raises their Mag in the 
same way. 

• Tekkers - Your Tekker may appraise the same rr.. 
Sword as a lowly Dim Sword, while another player might 
get a mighty Shadow Sword +3. 

• Shop Selection - Every Section ID’s shop specializes in 
certain kind of items. And each Section sells one super- 
rare 9-star weapon that can never be bought in any 
other Section ID. 

There are other seemingly random aspects of the game 
that may be affected by your Section ID... Its bearing on 


Section ID 


your gameplay experience is subtle, but pervasive. 

The assignment of Section IDs is based on, of all 
things, the name of your character. We can’t disclose 
the exact formula, but if you passionately hate the 
Section ID that’s been assigned to your newly created 
character (say, it really clashes with its clothing), you 
can delete your character file and then remake it with a 
slightly altered name to get a different one. But there 
isn’t much point in messing with your Section ID, since 
no one ID is better than any other. And when you play 
online, the only Section ID that matters is the ID of the 
person who created the team (you’ll note, for example, 
that their Tekker has replaced yours). So if you desper¬ 
ately want an item that is rarely found in your Section 
ID, you can always trade for it with a member of that 
Section ID, or join a team that person has created. 


You’ll find Shot-series weapons 
more frequently and earlier than 
normal in Viridia. Partisans are 
more common too, but Slicers 
are very rare. 


You’ll find Rifle-series weapons 
more frequently and earlier than 
normal in Greenilf Daggers are 
more common too, but Swords 
are very rare. 




You’ll find Sword-series weapons 
more frequently and earlier than 
normal in Skyly. Rifles are more 
common too, but Mechguns are 
very rare. 


Section ID 


You’ll find Partisan-series 
weapons more frequently and 
earlier than normal in Bluefull. 
Rods are more common too, but 
Wands are very rare. 


You fir: Mechguns more fre¬ 
quently anc ean erthan normal in 
Purpienum. Daggers are more 
common too, but Swords and 
Partisans are less common. 


This RAcost could never have purchased the 
super-rare "Bloody Art" Dagger if he wasn’t 
from the Oran Section ID. 


Section ID 


35H 


You’ll find Wands more frequently 
and earlier, and higher level 

Technique Disks in Pinkal. 
Partisans are more common, but 
Rifles are very rare. 


Section ID 


You’ll find higher quality Armor & 
Shields in Redria. Slicers and 
Shots are more common too, but 
Daggers are very rare. 


You’ll find Daggers more fre¬ 
quently and earlier than normal 
in Oran. Wands and Swords are 
more common too, but Rods are 
very rare. 




You’ll find higher amounts of 
Meseta in Yellowboze. All of the 
weapons and items appear with 
normal frequency and timing. 


You’ll find Slicer-series weapons 
more frequently and earlier than 
normal in Whitill. Mechguns are 
more common too, but Shots are 
very rare. 
















































































Varieties & Properties of Weapons 


~";ike most RPG’s, in which weapons have few 
attributes other than their attack power, there 
are twelve different “series” of standard 
weapons in Phantasy Star Online (shown 
below, and listed in greater detail beginning on 
oage 154). Each has a different range, speed, 
and motion pattern. These attributes aren’t 
reflected in any stat lists or graphs, so you’ll 
nave to experiment with the different weapon 
types to learn how to assess their quality. 

Add 40 different Elements, hundreds of dif¬ 
ferent Photon Combinations, and 
Enhancements of up to +75 to the eight differ¬ 
ent weapons in each series, and you have the 
potential for a nearly infinite variety of basic 
weapons! To help you separate the wheat from 
the chaff, here’s a list of all the different 
weapon attributes. 

ATP - The right column of stats shows your new 
total Attack Power, with the ATP of the weapon 
added in. 

Accuracy - Like Attack Power, every weapon 
has an Accuracy number that is added to your 
own ATA. 

Usage Requirements - All weapons have a min¬ 
imum usage requirement. For Hunter 
weapons, it’s ATP. For Ranger weapons, it’s 
ATA. For Force weapons, it’s MST. If your base 
stat in that category isn’t high enough, you 
can’t equip that weapon. 

Enhancement - Frequently you’ll find weapons 
with a “+” by their name, like Saber +3. Every 
+1 added to a weapon raises its ATP by 2, so a 
Saber +3 has a total ATP of 61 instead of 55. 
You can add +1, +2, and +3 to the value of your 
weapon by using Monogrinders, Digfinders, 
and Trigrinders, respectively. 

Photons - Every enemy has a type: Native, 
Altered Beast, Machine, or Dark. Certain 
weapons have Photons that make them more 
or less effective versus that type. The bonus 
(or penalty) can reach 60% per type. That 
much damage is added to the total amount of 
damage dealt when the weapon is used 


against that type of enemy. Weapons with 
Photons, good or bad, have their names in 
green instead of white. Each weapon can have 
up to three Photon types. 

Hidden Photon - There is one Hidden Photon, 
“Hit,” that is only visible on weapons that have 
it. It basically modifies your character’s 
Accuracy by that amount for as long as you 
wield that weapon. This Photon is incredibly 
useful with ranged weapons. 

Elements - When you find a ???? Weapon, that 



means it has an Element. Take it to a Tekker, 
and he’ll tell you which one it is. The weapon 
name will then change from, say, “???? 
Handgun” to “Flame Handgun” or “Ice 
Handgun” for example. You can then use the 
ability by assigning the Special Attack icon to 
your Action Bar. There are 40 different 
Elements in 11 different categories. See page 
124 for the full list. 

Rarity Level - Every weapon has a number of 
stars reflecting the weapon’s base level + the 
level of its element, if it has one. This is just for 
your reference, so you know at a glance that a 
two-star Breaker is better than a one-star 
Gigush. Weapons with a Rarity Level of 9 or up 
appear in yellow. 



Attack Power 
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Stretchingthe Rules 

lame wifh h Re £ u . iren ) ents are dear| y designed to prevent people from breezing through the 
game with high-level weapons given to them by more experienced players. But that doesn't 

Saher y cn f an 1 ^ A Saber +9 has the sa ™ ^™™m requirement as a regulal 

Fxtm pp ' f V0U C |° me 3Cr0SS 3 S ! m ' arly enhanced weapon, hold onto it and give it to a newbie 
Extra generous players can totally throw off the curve for new players by giving them old armor 































































Characters & Tactics 


Armor, Shields & Units 


There are two types of body armor in PSO: Armor and 
Frames. These are referred to collectively as “Armor,” since 
the only difference is that Armors can’t be worn by Forces, 
while any class can wear Frames. The same is true for 
Shields and Barriers (collectively, “Shields.”); Forces can’t 
use Shields, but any class can use Barriers. These two items 
have the following attributes: 

Defense - This is raised primarily by your Armor. It affects 
how much damage is done to you when you’re hit by a reg¬ 
ular enemy attack. 

Evasion - This is raised primarily by Shields. When an Enemy 
attacks and you see a round glowing object briefly appear 
by your character’s arm, it means your Shield or Barrier has 
activated and blocked the hit (this is different from the 
enemy simply missing). You can only evade melee combat, 
not projectiles or techniques. 

Resistances - All techniques and ranged attacks have a type: 
Fire, Ice, Thunder (Lightning), Light or Dark. Your only 

Armor/Frames 


- Defense 

- Evasion 
Requirements 


ATP 

281 - 281 

DFP 

106 - 166 

MST 

505 - 505 

ATA 

160 - 160 

EVP 

344 - 37b 

LCK 

16 - 16 

Lv Needed : 43 ( 48 ) 

V < 

IL l/d M* 


__ ^ 

tH\ 

EIC 

: 21- 

21 

ETH 

22 - 

22 

EDK 

0 - 

5 

aT 

0 - 

20 


SlOt 

3 


«L 2/3 

R* 


— Resistances 


Slots 


Defense to these is your Resistance, which is naturally zero. 
But Armors and Shields have certain resistances to each. If 
your total resistance to Fire is 30, for example, the Dragon’s 
fire breath will do 30% less damage to you. Resistances can 
also be raised by certain Units. 

Usage Requirements - The Usage Requirements on all 
defensive gear is based on your character’s level. 

Slots & Units - Slots are found, rarely, in Armor and Frames. 
Any given piece of Armor may have up to four slots, into 
which you can insert Units later in the game. You should 
always check this before you sell or drop any Armor, since 
Armors with two or more slots are very rare and very useful. 
Ocassionally, at random, the Guard Shop will sell a piece of 
Armor with several slots. The prices are outrageous, but 
usually worth it. Units are also sold in shops, and that s the 
only place where many of them can be found. But the best 
ones, which raise your Accuracy, Mind, and Attack stats, are 
frequently found on the field. Check page 170 for the whole 
list. 


281 - 281 


Shields/Barriers 

i— Defense 

Evasion 
Requirements 

— Resistances 
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21 
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22 
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5 — 

5 

! aT 
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20 - 

20 
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Exploiting Units 

The interesting thing about Units 
is that the bonuses are applied 
to your base stats. What does 
this mean? Well, if you're a 
Ranger with an Accuracy of 90 
and you come across a high- 
powered Laser rifle (minimum 
ATA: 115), you can either go up 
another 10 or so levels, or slap 
four General/Arm Units into your 
Armor slots, and equip it right 
now! This trick works great for 
technique-users too... You can 
put on an old Frame with sever¬ 
al slots, fill 'em up with Mind 
Units, use a bunch of high MST 
technique disks, and then 
switch back to whatever Armor 
or Units you used to wear... You 
may not meet the minimum 
requirements to learn the tech¬ 
nique any longer, but you’ll still 
be able to use it 



Note that Shields and Barriers, 
which can only be seen when they 
activate, have a variety of different 
appearances. 


Mags & Photon Blasts 


Every player begins the game with the same level 5 Mag. 
But if you feed it regularly, it will evolve into one of forty dif¬ 
ferent Mags at least three times, based on your class, sec¬ 
tion ID, and what you feed them. Mags serve many func¬ 
tions, which we’ll outline in more detail on page 171. 

• Stat Boost - All Mags have their own Defense, 
Power, Dexterity (Accuracy) and Mind, and these boost 
your respective stats as long as the Mag is equipped. You 
can increase these stats by feeding your Mag different 
recovery items, and when the bar fills up, that stat (and the 
Mag itself) will go up a level. These are added to your base 
stats, so the boosts will be very helpful in equipping new 
weapons or learning new techniques! 

• Photon Blast - When your Mag evolves at level 
10,35, and 50, it learns a new Photon Blast. Once you have 
Photon Blast capability, the hexagonal bar to the left of 
your life meter will charge whenever you hit or are hit by an 
enemy. When it reaches 100, you can use your Photon 
Blast to summon a creature. 

• Mag Abilities - Mags have other, unlisted abil¬ 
ities. They may make you briefly invulnerable after the bar 
fills up, or heal you when you’re wounded, or cast Shifta 
and Deband before boss fights. These abilities vary per 
mag type and the odds of them happening are affected by 
their IQ and Synchro. 


Explanation of Mag Stats 


def 


POW 


DEX 


MIND 


When equipped, raises your 
DFP by this amount 
(Max is 100). 

When equipped, raises your 
ATP by double this amount 
(Max is 100). 

When equipped, raises your 
ATA by 1/2 this amount (Max 
is 100). 

When equipped, raises your 
MST by double this amount 
(Max is 100). 


IQ 


Affects Mag Special Abilities 
(Max is 200). 

Synchro Affects Mag Special Abilities 
(Max is 120%) 
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Synchro 

IQ 

Stats 

Photon Blasts 


Names of 
Photon Blasts 






















They allow you to attack more: When you do a 
combo, the refractory period between your attacks 
is significantly diminished. For example, a Ranger 
who fires twice without doing a combo will have to 
lift the gun, fire, lower the gun, and then repeat. But 
in the same amount of time required to do this 
twice, you can do a three hit combo where you lift 
the gun and fire three times before lowering your 
weapon. 



combo keeps an enemy at bay. 



The weak attack does damage equal 
to 90% of your modifed Attack 
score (after enemy Defense and 
such are factored in), but it uses 
ioo% of your Accuracy score. 

The strong attack does damage 
equal to 170% of your modified 
Attack score, but its Accuracy is 
only 70% of the Accuracy of the 
weak hit. 

The special attack uses only 50% of 
the Attack score, and 50% of your 
Accuracy. But if it hits, the 
weapon’s elemental special abili¬ 
ty may go off. 


They increase your accuracy: After a successful hit, 
the accuracy of each subsequent hit of your combo 
rises, by 30% for the second hit and nearly 70% for 
the third! This means if you do a weak-strong-strong 
combo (typically the best against hard-to-hit ene¬ 
mies), the two strong hits will strike with roughly the 

same Accuracy as the initial weak one! The best way to utilize the notoriously inaccurate abilities of special 
weapons is with a weak-special-special attack. 

They prevent enemies from hitting back: This is the most important aspect of combos. If you're doing solitary 
attacks with a close-range weapon against strong enemies, you'll basically just end up taking turns beating on 
each other. But a string of combo hits may keep your foe on the ropes long enough to deliver several hits with¬ 
out retaliation. And if you manage to get an enemy from behind, a quick combo of rapid hits may keep him 
are all sorts of neat attacks, like the from even being able to turn around! This aspect is why Hunters are actually among the deeper characters in 
“C Dagger kick, that can only be per- the game: If they can become intimately familiar with the timing of the various weapon combos and different 
ft —ea as part of a three-hit combo. enemy attacks, they can skillfully prevent their opponents from getting hits in. 


Learning and Using Techniques 




Offensive Techniques* 



-t Foie series of Fire techniques are the most 
imaging basic attack spells in the game. 



The auto-targeting of Zonde makes it ideal for 
zeginners, and all Zonde techniques are great 
in the Mines. 



The Barta series of Ice attacks is less damag- 
-g, but higher level versions may also Freeze 
enemies. 


Recovery Techniques 


& 


Resta is perhaps the 
game’s most useful tech¬ 
nique. It’s a powerful 
healing spell that also 
affects your teammates at 
higher levels. 


Anti can cure all the com¬ 
mon status conditions 
and, like Resta, can make 
you new friends by curing 
teammates at higher levels. 


Reverser can completely 
revive any fallen player. 
It’s invaluable in multi¬ 
player and online modes, 
but only Forces can use it. 


Forces probably couldn’t care less about all that 
combo stuff, since their bread and butter is tech¬ 
niques. Techniques are basically spells, except that 
they come in disks that you have to find (in green 
boxes) or buy (from the Tools Shop). Each disk has 
a minimum MST requirement to learn, which keeps 
HUmars, HUnewearls, RAmarls and RAmars from 
having access to powerful spells early in the game. 
But it’s not much of a problem for Forces, who gain 
MST very quickly and are unlikely to find or be able 
to buy spells they won’t be able to learn soon. 
Once you use a disk, it disappears and you’ll 
remember the technique forever. 

Each technique has thirty levels, so even very 
late in the game you’ll be finding higher level ver¬ 
sions of the game’s basic techniques. They’re not 
drastically different at higher levels, but they do 
change subtly... Each new level does a little more 
damage, has a little wider range, and/or casts a lit¬ 
tle bit quicker. Their casting cost also increases 
slightly. The exceptions are Anti, which has seven 
levels, and Reverser (which revives dead charac¬ 
ters) and Ryuker (which opens a telepipe), which 
have only one level. 


Support 

Techniques 


Deband 

Your Defense is 
improved for a 
short time. 

Fades away, or 
can be dispelled by 
Zalure. 



SHIFTA 

Shifta is the best 
support technique. 
Hunters can use it for 
a quick stat boost, and 
at high levels Forces can 
cast it on the entire team 
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EXP and Leveling Up 



You can cheat the system by having a friend bequeath Y° u a s “ pa p 
ered Mag and a bunch of enhanced weapons Units. and Mat f' als ’ bu 
there's simply no substitute for experience. Your level is the greatest 
influence on your stats, and is the sole determining factor of what Armor 

a You S «n d g S o y u°p leve'the old-fashioned way. of course by playing lots 
and earning EXP bit by bit. But when you need to put on a lot of 
quickly to beat a boss or try out your shiny new nine-star weapon you 
might want to try poaching some EXP online. Since everyone who hits an 
enemy gets virtually the full amount of EXP (contributors get 80%.ofan 
enemy’s EXP, while the player who delivers the killing blow ge s e u 
Z%), it’s simple to join a high-level party in a tough area and te, 
do all the work. The trick is just to use a ranged weapon technique 
every enemy once, and get out of the way. This is obscenely y 
you're a Ranger with a Shot-series weapon that can target five enemies 

at once. (Man, Rangers really do get all the breaks!) This may'not make 
• r \f /-rwirco cn \/rm W3flt to < 



The Shot and Slicer are the best 
weapons for EXP poaching. 


S'St." S i ■ i«x v. ™w«« - <■« •" 

the items too. Just don’t expect anyone to Reverser you when you le. 


Level/EXP Level/EXP 

1. 0 

14. 8450 

2. 50 

15. 9848 

3. 200 

16. 11427 

4. 450 

17- 13252 

5. 800 

18. 15364 

6. 1230 

19. 17785 

7. 1800 

20. 20539 

8. 2450 

21. 23644 

9. 3200 

22. 27118 

10. 4050 

23. 30979 

11. 5000 

24- 35245 

12. 6050 

25- 39924 

13 7200 



Status Conditions 


Poison 

Your character 
loses HP bit 
by bit until 
this condition 
is cured by 
Antidote, a Sol 
At., or Anti. 

Paralysis 

Your character 
can’t attack or 
use tech¬ 
niques. Cured 
by Antipar., Sol 
At., or Anti. 


Slow-Mo 

Your character 
moves and 
attacks at half 
speeds. Fades 
after a few sec¬ 
onds. 


Confuskh 

You can’t con¬ 
trol your char- i 
acter’s move- * 
ment. Fades 
after a few sec¬ 
onds. 


Short 

The same effect 
as Paralysis, 
but it wears off 
after a few sec¬ 
onds. 








Frozen 

Your character 
is frozen in 
place. Fades 
after a few sec¬ 
onds. 


Deband 

Your Defense is 
improved for a 
short time. 

Fades away, or 
can be dispelled 
by Zalure. 


Zalure 

Your Defense is 
decreased for 
a short time. 
Fades away, or 
can be cured by 
Deband. 


Shifta 

Attack is 
improved for a 
short time. 

Fades away, or 
can be dispelled 
by jellen. 


Jellen 

Your Attack is 
decreased for 
a short time. 
Fades away, or 
can be cured by 
Shifta. 


Recovery Items 




Mono-,Di-,&Trimate 

Recovers HP. Amount depends 
on difficulty level. 


Antidote 

Cures the Poison condition. 





Mono-, Di-, &Trifluid 

Recovers TP. Amount depends on 
difficulty level. 


Anti paralysis 

Cures the Paralysis condition. 




Moon Atomizer 

Revives dead 
characters. 


Sol Atomizer 

Cures any status 
condition. 


Star Atomizer 

Heals you and all 
nearby players. 



# # 


Telepipe 

Opens a portal to Pioneer 2. 
It will disappear when you 
pass back through. 


Trap Vision 

Temporarily allows you to see 
all traps in your current area. 













Symbol chat 


There’s no quicker (and cuter) way to com¬ 
municate with your party than with Symbol 
Chat. This option allows you to construct your 
own faces, which you can then Register onto 
an F-key or D-pad direction. The game comes 
with several presets, but you can get way 
more creative, and set them up to communi¬ 
cate more specific information, like “I’m 
dead” or “traps ahead.” 


If you’ve already played PSO on Dreamcast, you may be 
tempted to dive into the new GameCube-exclusive 
Episode II right away. Try to resist that urge, because 
Episode II is extremely difficult for low-level characters. 
As Sonic Team’s Yuji Naka has recommended in inter¬ 
views, play through at least Cave 3 in Episode I before 
you tackle Episode II. 


Online Etiquette 


online etiquette is all pretty common sense 
:o stay away from vulgarity (it wouldn’t get past 
■ 15 language filter anyway), never disconnect sud- 
=Hd share the items you find with your group. A 
* Je for item sharing is to not take stuff that isn’t 
:.ass, and to let Forces take all of the Frames and 
:hey need the money more anyway). But groups 
ciscuss it beforehand, so everyone’s on the same 

playing, try to use your class’s strengths to 
e’s advantage. For example, Androids should 
warn other players 
about traps, and Forces 
should call the team in 
for a “group hug” before 
they cast a high-level 
Resta or Shifta, so it 
affects everyone. And 
everyone should make 
sure that if it’s their 
Telepipe, they’re the last 
one back through it. 


Happy Holidays 


i tradition in Sonic Team games, Phantasy Star 
Episode I & II uses the console’s internal clock to 
time-sensitive events and display holiday themes 
e. Here you see the lovable Rag Rappy as it 
rs on Christmas, Valentine’s Day, Halloween, and 


Play Episode i first 






































f/, 1 STATS: Well-rounded HUmars mix a good Attack 
score, a limited ability to use techniques, and decent 
stats in most categories. Their stats are generally infe¬ 
rior to HUnewearls, but they have a higher Attack, which 
is a Hunter’s daily fare. 

HUmars offer a good mix of all of the game’s experi¬ 
ences, as they can use most weapons and many tech¬ 
niques. They’re not necessarily an easy character to 
play, since Hunters have to be out in the front lines 
of battle. For that reason, you’ll want to focus your 
techniques on recovery spells like Resta and Anti. 

WEAPONS: Mix and match the various Hunter 
weapons to suit the situation, since HUmars have 
no real specialty. While they can use Handguns, 
their fairly low Accuracy makes this impractical 
early in the game. One tip for all Hunter classes, 
HUmars in particular, is to spend a lot of time 
strengthening your Mag and making it learn 
the best Photon Blasts. Since Hunters both 
deal the most damage and take the most hits, 
they’ll charge up their Mags far more often 
than any other class. 
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Jack-of-all-trades HUmars can use a vari¬ 
ety of weapons effectively. 


Typical HU mar Stats 


Attack 


Defense 


| Mental 


Accuracy 
I Evasion 

m . 'I 

Hit Points 


Tech Points 


The light blue barf Uepict typical stats at level 25. and represents the strengths 

r , J^ k ”?? SeS , 0f f7wf c, W acter class for most of the game. The dark blue bars 
are stars at level 100. 


HP: 

40 

Msm 


TP: 

29 

ATA: ‘ 

68 

ATP: 

35 

EVP: 

45 

DFP: 

17 

LCK: 

10 


Weapon Proficiencies tm 

I Saber 

Handgun 

1 Sword 

Roc 1 

1 Dagger 

Mechgun 

1 Partisan 


1 Slicer 

1 
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The HUnewearTs superior technique 
■liabilities make enemies easier to hit. 


STATS: A very well-rounded character, HUnewearls mix decent 
attack abilities with the best mental prowess of any of the non- 
Force characters. Proving once again that nothing can take a 
bullet like a low-cut halter and a tight miniskirt, these hotties have 
the best Defense and Evasion in the game. Their one flaw is their fair¬ 
ly low Attack, which prevents them from doing the sort of heavy dam 
age Hunters depend on, and also keeps them from using more 
powerful weapons sooner. 

In the long run, HUnewearls make up for this with their solid 
command of techniques. While they’re low on TP early in the 
game, their high Mental abilities allow them to learn an 
impressive variety of powerful spells. 


WEAPONS: As the art suggests, the 
Dagger series is best for this class. 

The multiple hits compensate for j 
their relatively low Attack stat, # , 
and being in the thick of battle j| >/ 
isn’t as dangerous for them as 
it is for other character classes 
that lack their incredible IMt 
Evasion abilities. Sabers are good 
too, since they have the lowest ^ 
Attack requirements, but many 
Swords and Polearms may be out of the 
question. 


Typical HUnewearl Stats 


Attack 




\fre light blue bars depict typical stats at level 25, and represents the strengths 
id weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 


Weapon Proficiencies 






HP: 

38 

MST: 

40 

TP: 

40 

ATA: 

64 

ATP: 

30 

EVP: 

60 

DFP: 

22 

LCK: 

10 


Sword 


Partisan 



































STATS: HUcasts have the best Attack in the game, and the most 
HP. Their Defense, Accuracy, and Evasion are all respectable as 
well. The downside? No technique abilities whatsoever. This 
makes HUcasts the simplest character class to play, since it’s 
pretty much just Hack-and-HeaL. You don’t need 
to worry about techniques, and as an Android, 
you don’t even need to worry about traps and 
most status conditions. This makes them very 
good characters early in the game, but at very 
high levels the other classes mostly catch up 
with the HUcast’s superior stats. 


WEAPONS: The only tough decisions you have 
to make when playing HUcasts are about which 
weapons to use. With a high Attack and Accuracy 
(at least by Hunter standards), they have easy 
access to all four of the Hunter weapons and the 
Ranger series of Handguns. Swords and Polearms are 
best, since it puts some distance between them and their 
foes... While HUcasts do have lots of HP, their other Defensive 
capabilities are lacking. At higher levels, experiment with 
Handguns; high-level HUcasts are almost as Accurate as 
Rangers, and do far more damage. 


HUcasts may not be versatile, but they 
kick butt like no other class can. 


Typical HUcast Stats 


Attack 


Mental 

\n/a 

Accurac 


Evasion 


Hit Points 


Tech Points 
!| N/A 

The light blue bars depict typical stats at level 25, and represents the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 


HP: 

44 

MST: 

0 

TP: 

0 

ATA: 

65 

ATP: 

35 

EVP: 

35 

DPP: 

18 

LCK: 

10 


Weapon Proficiencies 


Saber Handgun 
Sword 

Dagger Mechgun 


































HUcaseal 


E 




STATS: With the focus on Attack, Accuracy, and Evasion, the 
HUcaseal is an excellent choice as a close-range melee charac¬ 
ter or a medium-ranged assault character. The downside to 
playing an Android, obviously, is that she has no Techniques 
whatsoever. To replace that, she’s been given the ability to 
use Traps. The number of Traps she gets goes up as she 
gains levels, and can only be refilled by visiting the A 
Hospital or using a Healing Rig. 


WEAPONS: Because the HUcaseal has higher than 
normal Accuracy ratings, Mechguns seem to be the 
weapon of choice. Even a crappy one—just a basic 
Gatling with some moderate percentages—really 
rips groups of enemies to shreds. At three hits // \^ jfr 
per group of shots, you’ve got a real-world JV 9 | 
chance of doing 1,000+ damage per combo well /w-BPli 
before you hit level 50. Just try to do that with 
even the rarest Saber your character can use at 
level 50. At higher levels (85+) , try filling some 
armor with some rare Accuracy Units—you’d be 
surprised just how quickly and effectively she can 
solo even in Ultimate Mode. Just remember to keep a solid 
Handgun in your inventory at all times for those boss charac¬ 
ters who stay just out of range of Mechguns. 


At higher levels. Damage Traps work 
well in large groups of enemies. 


Typical HUcaseal Stats 


Attack 


Defense 


Mental 

1 N/A 
Accuracy 


Evasion 


Hit Points 


Tech Points 
1 N/A 

The light blue bars depict typical stats at level 25, and represents the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 


HP: 

44 

MST: 

0 

TP: 

0 

ATA: 

72 

ATP: 

35 

EVP: 

35 

DFP: 

18 

LCK: 

10 


Saber 

Sword 

Dagger 

Partisan 

Slicer 


Handgun 

Mechgun 

















































STATS: Never mind that RAmars have the worst MST and TP stats in the game... At least they have those 
stats. The new RAmarl is the only other Ranger than can use techniques, so the RAmar’s 
ability to break out an occasional Resta or Zonde is pretty significant. 

But it carries a price: The RAmar has the lowest Attack and Defense stats of the four Rangers 
(although he does have slightly better Accuracy). So is it worth it? Well... With such low Mental abili¬ 
ties, his attack spells will rarely do more damage than a decent rifle shot, so all you really get out of 
it is more healing. The ability to use Resta is a big deal if you intend to play online frequent- 
^ ly. But it’s not a major factor in offline play. 

WEAPONS: RAmars can make Mechguns work, since they require unusually high 
Accuracy to be effective. But early on, you’ll want to stick with Handguns and Rifles. 
One great thing about RAmars is that since the 
minimum requirements to use all guns is based 
on Accuracy, they’ll be able to use powerful new 
weapons a few levels sooner than their counter¬ 
parts. In multi-player games, equip him with a 
weapon from the Shot series: It may not do a ton 
of damage, but it will hit every enemy in the room, 
and you’ll earn obscene amounts of EXP (you 
might also earn the contempt of the 
rest of the party, but that’s their 
problem). 

Thanks to their high Accuracy score, 
RAmars can pick off enemies from a safe 
^ distance. 


Typical RAmar Stats 




The light blue bars depict typical stats at level 25, and represents the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 
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The RAmarl's Accuracy leaves a bit to be 
desired, but her technique capabilities 
are unmatched among Rangers. 


Typical RAmarl Stats 




STATS: RAmarls start out with the same MST and TP stats as 
RAmars, but they eventually exceed their male counterparts in these 
categories by a wide margin. As a result, RAmarls can learn new tech¬ 
niques much sooner, and use them with greater proficiency. 

Most of the RAmarls' other stats go up in a hurry as well, especially 
their Defense, which surpasses even the RAcast's at level six. The 
downside to this new character class is that they have mediocre 
Attack Power and the worst Accuracy of any Ranger. By offering a lit¬ 
tle different gameplay experience though, RAmarls are a fun 
choice for P 50 veterans. 

WEAPONS: Rifles are best early in the game, since their high 
Accuracy makes up for the RAmarls' weakness in that catego¬ 
ry. After all, nothing's more frustrating than missing two out 
of every three shots. Later in the game, when the 
RAmarls' Accuracy picks up a bit, give Mechguns a 
try. Their limited range is annoying, but the 
RAmarl has healing techniques to 
help recover from the extra 
damage she will take on 
the front lines, and 
attack techniques for 
when you need a 
little extra range. 



The light blue bars depict typical stats at level 25, and represent the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 


Weapon Proficiencies 


HP: 

29 

MST: 

20 

TP: 

20 

ATA: 

72 

ATP: 

18 

EVP: 

36 

DFP: 

13 

LCK: 

10 


Rifle 

Mechgun 

Shot 






























































STATS: RAcasts are the most powerful Rangers since they have the 
highest Attack of the class. While their Accuracy isn’t great early 
on, they’ll be hitting most shots by level 30 or so, and you’ll 
appreciate the fact that those hits do a good 20% more 
damage than the other Rangers’ attacks. His Evasion 
is lacking (although at very high levels, the RAcasts do 
overtake their puny human counterparts in that stat), 
but that’s not necessarily a big deal for this class. 
Rangers should evade their enemies the old-fashioned way: 
By staying way out of range and filling them full of lead (or the 
photon equivalent) long before they get close enough to attack. 

WEAPONS: Stay away 
from Mechguns, since 
those benefit least from 
the RAcast’s added 
Attack Power. Rifles and 
Handguns are great, and 
with the strength to back 
it up, RAcasts can do 
some great damage with 
Shots. When you’re playing 
alone, only the RAcast is strong 
and accurate enough to make the 
low-power Shots do the job. 


Typical RAcast Stats 


Attack 


— 


W* 


* 


_ 


RAcasts can't use techniques, but they 
make up for it with raw power. 


Tech Points 
S| N/A 

The light blue bars depict typical stats at level 25, and represents the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 


Weapon Proficiencies 

I Saber 

Handgun 

1 Sword 


I Dagger 

Mechgun 

I Partisan 


I Slicer 



MST: 

ATA: 

EVP: 

LCK: 





























































The RAcaseaTs pinpoint Accuracy can be 
counted on to eliminate even hard-to-hit 
threats like the Chaos Sorcerods Bees. 


STATS: High Accuracy is a big blessing early in the game, espe¬ 
cially for Rangers. Early in the game, the odds of hitting a station¬ 
ary object with a scope-equipped rifle at near point-blank range 
are about 50/50 (which kinda makes one question the training 
methods used at the Ranger Academy). But that’s less of a 
problem for RAcaseals, who have the second highest Accuracy of 
any class. The problem is, enemies don’t really get any hard¬ 
er to hit late in the game, so at high levels, any Ranger (and 
even Hunters and Forces) can make just about any shot. 
Therefore RAcaseals are only better than RAcasts for the 
first thirty or forty levels, and then you’ll start to pine for 
the RAcast’s power. But on the plus side, RAcaseals have 
a good Defense score and are bizarrely cute. Like RAcasts, 
they have no magical abilities. 

WEAPONS: Handguns and Rifles are the way to go early in 
the game, but later on, the RAcaseal’s high Accuracy also 
allows her to use Mechguns effectively. Like the RAmar, 
she’s able to use new guns a bit sooner than the RAcast or 
RAmarl, and can rack up on EXP in multi-player games by 
equipping a Shot series weapon. In other words, the 
RAcaseal can use pretty much any gun effectively, either 
from long range (thanks to her high Accuracy) or up-close 
(thanks to her high Defense). She is perhaps the most well 
balanced Ranger, and an ideal character class for novices who 
aren’t interested in techniques. 


Typical RAcaseal Stats 


Attack 

Defense 

Mental 
| N/A 
Accuracy 

Evasion 

Hit Points 


Tech Points 
l| N/A 


The light blue bars depict typical stats at level 25, and represents the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 
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Weapon Proficiencies 


HP: 

31 

MST: 

0 

TP: 

0 

ATA: 

78 

ATP: 

20 

EVP: 

31 

DPP: 

23 

LCK: 

10 


Saber 


Handgun 

Rifle 

Mechgun 

Shot 


10 I Slicer 




























































STATS: FOmars have a much higher Attack Power than any 
other Force character (at higher levels, it's not much lower 
than a RAmar's or a RAmarl's), but their MST and TP stats are 
the lowest in the class. Thus, despite being the most bal¬ 
anced Force character, the FOmar is challenging to play since 
he doesn't excel in any particular area. Like the RAmarl, this 
is a good choice for seasoned PSO players looking for 
something new. Those seeking a more traditional Force 
experience will be better served by choosing one of the 
other characters. 


WEAPONS: The FOmar is burly enough to do some 
damage with a Handgun or a Slicer, and if you can 
find one with the Draw, Heart, or Dim abilities, 
you'll be able to wreak some pretty respectable 
havoc, just be sure to keep a Wand handy for 
when you need to boost the FOmar's lackluster 
MST to learn a new technique. 


k 


IW1I 








Unlike other Force characters, FOmars 
don't have to rely solely on techniques 
to deal damage. 


The light blue bars depict typical stats at level 25, and represent the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 1 



29 

MST: 

53 

79 

ATA: 

64 

13 

EVP: 

35 

10 

LCK: 

10 


Weapon Proficiencies 


Rod 

Mechgun Wand 


Technique Specialities 


Power +30%: Gifoie, Gibarta, Gizonde, Grants 
ange X2: Deband, Shifta 




















































HP: 

29 

MST: 

53 

1 TP: 

79 

ATA: 

64 

1 ATP: 

13 

EVP: 

35 

| DFP: 

10 

LCK: 

10 


m m) " ■ 

I Saber Handgun Cane 
Rod 
Wand 


Mechgun 


Slicer 


Technique Specialities 


Power +50%: Grants 

Range X2: Deband, Shifta, Resta, Anti 


Den 


ense 


- ■ 


Hit Points 


Tech Points 


- ] 


The light blue bars depict typical stats at level 25, and represent the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 


STATS: The FOmarl is one of two Force character that 
don’t completely suck on the battlefield (the other is the 
new FOmar). Her Attack and Accuracy aren’t close to 
Hunter or Ranger range, but they’re far better than that of 
the FOnewms and FOnewearls. They’re not bad charac¬ 
ters if you want to concentrate on technique-using and 
hedge your bets in other categories. But if you use exclu¬ 
sively Cast-and-Run strategies or have a strong party to 
protect you, you’ll probably want the superior 
mental capabilities of the other two Forces 
instead. 


WEAPONS: The one thing that I really like about 
FOmarls is that they have an Accuracy high 
enough to use specialty Handguns effectively. 
They’re rare, but if you can get your hands on a 
piece with the TP-draining Heart, Mind, Soul or 
Geist abilities, you’ll have a great source of 
renewable TP. And nothing beats offing a foe 
by a spell cast with its own TP. Dim series 
weapons (Dim, Shadow, Dark and Hell) 
and their one-hit kill abilities are quite 
useful too. 


- Heart-series Handgun is usually the 
best weapon for Force characters 


MS5E2MEB& 

Attack 


4ms. 
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'FOnewm 




STATS: The FOnewms are the strongest spell-casters in the 
game. They learn spells the soonest and do the most damage 
with them, but suck at everything else. FOnewms have slightly 

better Attack than 
FOnewearls but worse 

Evasion, so stay far out of 
enemy range (when you’re play¬ 
ing a Force, you should only be 
engaging enemies at long range 
anyway). One interesting thing 
about FOnewms is that many of their 
stats keep growing at very high lev¬ 
els after other character classes have 
maxed out. So if you’re planning to max 
out a Force character, this is the one to use. 
Alas, there is no way to make the “FOP”newm 
look like anything but a deranged jester. 

WEAPONS: Since you’re going to be concentrating on tech¬ 
nique-casting, Wands are the best weapon early in the game 
when you need the Mind boost. Canes and Rods are okay for 
finishing off weaker enemies, but you don’t want to be that 
close to the fray anyway. 


Typical FOnewm Stats 




FOnewms are the most difficult charac¬ 
ters to play early on, but they have awe¬ 
some potential. 




Attack 

1 

Defense 

. 

Mental 






Accurac i 


Evasion 



Hit Points 

Tech Points 

The light blue bars depict typical stats at level 25, and represent the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 


Weapon Proficiencies 


27 

MST: 

60 

90 

ATA: 

6l 

13 

EVP: 

50 

7 

LCK: 

10 


Saber 


Handgun Cane 
Rod 

Mechgun Wand 


Technique Specialities 


Power +30%: Gifoie, Gibarta, Gizonde, Rafoie, 
Rabarta, Razonde 
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The FOnewearl's powerful technique abili¬ 
ties are second only to the FOnewm's. 


Typical FOnewearl Stats 


STATS: With mental abilities slightly 
less than FOnewms, FOnewearls are 
the second best technique users in 
the game. While they’re always a few 
levels behind the FOnewms in the 
“MST” stat, they compensate for that 
with superior Evasion and Defense. 
They’re the two most similar characters in 
the game, so it’s not a big difference: At low lev¬ 
els the Fonewm can learn spells a bit quicker, 
and they’ll be slightly more powerful, while the 
Fonewearls have a better chance of surviving. 

WEAPONS: Early in the game, the typical Force 
weapons are good for little more than whack¬ 
ing fallen Rappies and breaking open treasure 
chests. If you’re so low on TP and Fluids that 
you’re actually trying to kill an enemy by bop¬ 
ping it on the head with a Rod or Cane, it’s 
time to Telepipe back to Pioneer 2. With an 
Accuracy score as miserable as their Attack 
score, neither Guns nor Slicers are feasible 
at low levels, so stick with Wands unless 
you can get a Staff or Handgun that has a 
really good special ability. 


Attack 


Defense 


Mental 


Accurac 


Evasion 
HiWoints 
Tech Points 


The light blue bars depict typical stats at level 25, and represents the strengths 
and weaknesses of that character class for most of the game. The dark blue bars 
are stats at level 100. 


Weapon Proficiencies 


Saber 


Handgun Cane 
Rod 

Mechgun Wand 


Sheer 


WflTtfTTl 




1 HP: 

27 

MST: 

58 

1 TP: 

87 

ATA: 

61 

1 ATP: 

10 

EVP: 

53 

\ DFP: 

*3 

LCK: 

10 


Technique Specialities 


Power +30%: Foie, Barta, Zonde 
Range X2: Resta, Anti, Megid 
















































Characters & Tactics 


DESIGNING YOUR CHARACTER 

HUmar 


After you select your char¬ 
acter class you’ll need to 
give your character a name, 
a face and a costume. If 
you’re playing an android it 
won’t take long, but the rest 
of the characters have a 
dizzying array of appear¬ 
ance options. Note that 
when you change the skin 
color, many of the faces and 
costumes change to match, 
too. By mixing the face type 
and skin color on the 
FOnewearl, for example, 
you can get 20 different 
make-up options! 
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• The Dressing Room 

If you’ve got 10,000 
Meseta just burning a 
hole in your virtual 
pocket, then why not 
select the “Dressing 
Room” option when 
you start up a new 
game. Once inside, 
you’ll be able to switch 
your body and hair col¬ 
ors! You can enter as 
many times as you like 
at any time during your 
character’s life. (Note: 
The 10 k needs to be on 
your character, NOT in 
the bank.) 


• Character Proportions 

Another attribute that 
you’ll be able to control 
is the size of your char¬ 
acter’s overall build. You 
can make them short 
and stocky, tall and 
lanky, or anything in 
between. 
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• Hair Color 

Controlled by the RGB slider 
in the “Hair” menu, you have 
a near infinite amount of hair 
colors to choose from. 
Almost any color is possible. 



Classic Teams #1 

Is PSO not old-school 
enough for you? Well, 
make it the Phantasy Star 
sequel you always dreamed 
of by recreating the PSII 
team of Rolf, Rudo, and 
Nei. The Rudo looks a little 
rough, but you can easily 
make a Nei that looks eeri¬ 
ly similar to the real thing. 
The only hard part is get¬ 
ting ahold of a Photon Claw 
for her to use... 

















































Characters & Tactics 


DESIGNING YOUR CHARACTER ran 
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Classic Teams #2 

It’s Virtual On: The RPG! 
Fei-Yen is so easy to create 
out of a RAcaseal that it 
has to be intentional. To 
complete the illusion, have 
Fei-Yen use Machine Guns 
and Sabers exclusively, and 
pair her up with some 
super bulked-out RAcasts 
and HUcasts. You can 
make a solid Belgdor, and a 
decent Temjin. 
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Classic Teams #3 

Celebrate Skies of Arcadia 
Legend’s forthcoming 
release on GameCube by 
creating the Skies team 
and playing them online! 
The FOnewearl Aika is 
absolutely perfect, 
especially when she 
equips a Slicer! There's no 
patch for HUmars, so Vyse 
will have to make do with 
a scar. FOmarl Fina seems 
a bit older and fancier, but 
giver her a standard Mag, 
and she'll look the part. 


FOnewearl 


FOnewm 










































































HOW TO USE THIS SECTION 



Forest2 _ 


ITEM DATA 


Every section begins with a list of the items that can be found in 
:nat area. The items are divided into four categories: Tools (stuff 
:nat comes in green boxes). Techniques (the contents of the disks 
:nat may come in green boxes), Arms (weapons), and Guards 
shields, armors, and units). This data differs slightly for 
each Section ID, so the information presented here reflects the 
average of all Sections IDs. You may find a few weapons or items 
slightly earlier or later than we predict. 

The item lists are color-coded: White items do not appear in this 
area, while black ones do. Green items appear in this area for the 
first time. In the lower half of the page, you’ll find the same data for 
Hard and Very Hard modes. Since virtually every Tool appears in all 
Hard and Very Hard Mode areas, we’ve omitted the Tool chart from 
those sections. 

In every area (after the first few), there is a list of five different 
Armor and Shield units. The one you are most likely to get is in the 
middle, the ones that are most rare are the first (the weakest) and 
the last (the strongest) on the list. 


{HARMS 

l/l Brand 

i/I Sword 

I/I Dagger 

Ml 

bfl - .. 

LPI Stick 1 

PI Rod 1 

Pi _1 

"^Autogun 

^IRifle 

f 



ENEMY DATA 



Each section also has a list of the 
enemies that can first be found in that 
area. The boxes list the amount of Hit 
Points they have in all three modes, 
online and offline (so the Rappy has a 
scant 30 in the offline Mode at normal 
difficulty, but a whopping 919 if you’re 
playing online in Very Hard Mode). 

The lower the enemy’s Resistance 
to an element type, the more damage 
techniques or special attacks of that 
type will do. All of the Resistance 

DATA IS GATHERED FROM THE NORMAL 
Mode. Resistances do go up in harder 
difficulty modes, but this usually does 
not affect strategy. For example, the 
Rappy’s Thunder Resistance is much 
higher in later modes, but Fire and Ice 
are not. So Fire and Ice will always be 
the way to go. 


THE SIX RESISTANCES ARE: 

EFR: Resistance to Fire (Foie) 

EIC: Resistance to Ice (Barta) 

ETH: Resistance to Thunder (Zonde) 
ELT: Resistance to Light (Grants) 

EDK: Resistance to Dark (Megid) 

ESP: Resistance to certain weapon 
abilities, like Dim, Panic, Hold, etc. 


MAP DATA 

Every time you play PSO, one of a 
number of maps for each area are 
selected at random. At the end of each 
section, we’ve printed all of the maps 
that appear in offline play. The few 

THAT ARE EXCLUSIVE TO ONLINE PLAY 

are not shown here. The maps 
should be simple to read: Red and 
white doors can only be unlocked by 
killing all the enemies, while black 
doors are always open. Doors that are 
filled with a solid color can only be 
opened by hitting a switch of that color. 
All the terminals and laser barriers are 
color-coded, and the chests are con¬ 
densed into one icon: Grey for chests 
with random contents. Brown for chests 
with fixed contents. 


















































































































































Item Quantity 1 


Hard Mode Items 


Normal Mode Items 


Very Hard Mode Items 


Ultimate Mode Items 


ATA Needed 68( 63) 


ii^ 


&■ Guards 

1^1 GIGA FRAME~ 

i^ISQUL FRAME 

1+1 CROSS FRAME 

+ • SOLID FRAME~ 

BRAVE FRAME 



GIGA SHIELD 

9 

SOUL BARRIER 

9 

HARD SHIELD 

9 

BRAVE BARRIER 

a 

SOLID SHIELD 


Average level of 
Armor “Units" in this area: 


!§!★★★★ 


C2 Arms 




uards 


€IArms 


#1 PALLASCH 


✓1 BREAKER 


>1 BLADE 


**1 HALBERT 

^lSPINNER 

CLUB 

j^l POLE 


\A STAFF 

hll RAILGUN ~ 

hil blaster" 

hll REPEATER 

NIspread 


^Techniques 


B! Foie 

L6-8 

HI Resta 

l6-8| 

S Barta 

l6-8 

HI Anti 

Ll-^l 

BIZonde 

l6-8 

B Reverser 

HI Gifoie 

L 3 -S 

HIShifta 


HI Gl BARTA 

LVS 

HI Deband 

ivsl 

HIGizonde 

LVS 

IHIIellen 

lvs! 

HI Rafoie 

L2-4 

HI Zalure 

LT^l 

HI Rabarta 

L 2-4 

H ZZ~ 

H! Razonde 

1 - 2-4 



Hi 



HI Megid 

1 - 2-4 




NHANDGUN 


^■Tools 


Techniques 

B Foie 

L8-13 

IBI 

H Barta 

L8-13 

HIShifta 

L 6-12 

fL Zonde 

L8-13 

HI Deband 

L 6-121 

Gifoie 

L 6-12 

IBI 1 ELLEN 

L 6-12 

H Gi barta 

L 6-12 

HI Zalure 

Lb -12 j 

H Gizonde 

l6-12 

IT 

« Rafoie 

L 4-9 



Rabarta 

L 4-9 



H Razonde 

L 4-9 



H Grants 

L3-9 



H Megid 

L3-9 



B Resta 

L 9-13 



H Anti 

L 2-5 




0 Arms 

-yHgladius 

CLAYMORE 

Dripper 

.'Hberdys 

,Y*lSAWCER 

^>Iclub 

^>1 PILLAR 

A BATON 

Nraygun 

NLASER 

Nl VULCAN 

Nlauncher 


Guards 

+ 

BRAVE ARMOR 

+ 

HYPER FRAME 

+ 

GRAND ARMOR 

+ 

SHOCK FRAME 

+ 

king’s FRAME 

g 

SOLID SHIELD 

g 

FLAME BARRIER 

9 

PLASMA BARRIER 

9 

FREEZE BARRIER 

s 

PSYCHIC BARRIER 

Average level of 

Armor “Units" in this area: 

|(=: j ★★★★★★ 


^Techniques 

IBI Foie n 3 -gj IB ~ 

IB Barta L13-18 IHShifta L13-16 
IBIZonde L13-18 iBi Deband L13-16 
BIG I FOIE L 3 -l 6 j BlELLEN LI3-I6 
BGibarta L13-16I HI Zalure L13-16 
IBIGizonde L13-16I B1 Ryuker 


IHI Rafoie 

L13-14I 

HI Rabarta 

113-14; 

H Razonde L13-14 

HI Grants 

L13-14J 

HI Megid 

.L 13 - 14 J 

IHI Resta 

L13-l8| 

IB Anti 

L3-6] 


^Techniques 


€^Arms 

HI Foie L13-18 H 

I^Gladius 

IHI Barta L13-18 g Shifta L13-16 


1^1 Claymore 

IBIZonde L13-18 E Deband 113-16 

bH Ripper 

IHI Gifoie L3-16 1 H Jellen L13-16 

MBerdys 

IHIGibarta L13-16I |H Zalure L13-16 

I^ISawcer 

HIGizonde L13-16 HI Ryuker 

U>IClub 

\A Pillar 

\A Baton 

IHI Rafoie L13-14 

Hi Rabarta L13-14 

IHI Razonde L13-14 


HI Grants L13-14I 

N Raygun 

H! Megid L13-14I 

W Laser 

HI Resta L13-18I 

N Vulcan 

fi Anti ^ 

hil Launcher 


{^Guards 

+ 

Brave Armor 

+ 

Hyper Armor 

t 

Grand Armor 

+ 

Shock Armor 

+ 

King’s Frame 1 

9 

SolidShield 

9 

FlameShield 

9 

Plasma Shield 

9 

Freeze Shield 

s 

Psychic Shield 

Average level of 

Armor “Units” in this area: 

1 ★*★★★★** 


^Techniques 

Hi Foie li 

Hi Barta li 

HI Zonde li 

B! 

HI 

HZ 

HI 

®z 

Hi 

HI 

EL.. 

B Resta li 

E J 

B .1 

E 


H 

B 

B 


& 

Monomate 

> 

Dimate 

* 



Monofluid 



JL 


❖ 

Antidote 

❖ 

Anti paralysis 

❖ 

1 

❖ 

1 

❖ 


❖ 

Telepipe 

❖ 

Trap Vision 

❖ 

Monogrinder 

❖ 

Digrinder 

❖ 

Trigrinder 

❖ 


❖ 

Scape Doll 


\A CANE 


+ Frame 


iRArmor 


9 

Barrier 


Shield 





3 



Average level of 
Armor “Units” in this area: 




































































































































































































































































































































































































































Strategy Data 




Message Packs 


Your guide through 
PSO’s main quest is 
none other than the 
Red Ring Rico that 
everyone in town can’t 
stop babbling about. To 
read her research notes 
and simple combat tips, 
you’ll need to kill all the enemies in 
rooms where you find her small 
message packs on the floor. 



There are two types 
of door locks in the 
Forest area: One kind 
won’t open until you 
kill all the enemies, 
and the other won’t 
open until you find and 
hit a circular switch like the one 
shown to the right. The color and 
symbol on the switch will always 
the door it opens. 



Laser Barriers 


One obstacle you’ll 
see in this area is the 
laser barriers that 
often get between you 
and your hard-earned 
treasure. To deacti¬ 
vate these barriers, 
you’ll need to find a terminal with 
the same color beams. Simply 
deactivate the terminal, and the 
barrier goes too. 




Transporters 

Your journeys 
always begin at the 
blue transporter from 
Pioneer 2, and end at 
the red transporter 
that leads to the next 
area. No switches or 


W 


terminals in Forest i affect any¬ 
thing in Forest 2, so once you find 
the transporter, you can take it 
whenever you’re ready. 





Strategy by Class 


HUNTERS 


RANGERS 


With only a short- 
range Saber to start 
with, Hunters 
beating while the 
basics of combat. That 
leaves you no choice but to 
blow your starting bank-roll 
on Monomate, put it on 
your Action Bar, and leap 
the fray. When enemies 
are about to gang up on you, run 
M to a safe room, wait for them to start to 
■Bum to their starting locations, and hack ‘em 
■r —•=• back. When you get enough cash, 

-_-ars and HUnewearls should buy a nice 
c^r -ange Foie or Zonde technique. 

Other good purchases include a quality 
Of you can’t find a freebie), and lots of 
for your Mag. As soon as it hits level 10, 
pau can start using those nifty Photon Blasts. 


Rangers will have the 
easiest time getting 
started. The trick is 
to enter a new room, stay 
near the doorway, and fire 
at enemies with weak- 
strong-strong combos. 
When they get close, just 
head out the door. They 
can’t follow, so they’ll return to their 
original positions, giving you a nice 
opportunity to pop back in and shoot 
‘em down. Use this cheesy little trick 
to level up a bit, and soon you’ll be strong 
enough to survive in close-quarters combat 
against enemies who aren’t so easily fooled. 

RAcaseals and RAcasts don’t need money for 
techniques or Fluids, so they should be earning 
lots of extra cash. Use it to save up for a Rifle, 
or buy extra supplies and feed your Mag reli¬ 
giously. 


FORCES 

Forces start with Foie, 
but no other spells and 
techniques. Your Cane is 
pretty worthless in com¬ 
bat, so only use it to finish 
off enemies who are going 
down in one hit, against 
foes whose backs are 
turned, or weaklings like 
Rappies or Mothmants. 
That leaves Foie, which is 
great while your TP lasts. Buy 
Fluids if you can, but the Forest is small enough 
that you’re never too far away from the trans¬ 
porter. The Medical Center is only 10 meseta, 
and you’ll need to save as much cash as possi¬ 
ble for Technique Disks and Fluids. 

When you have the cash for another disk, 
pick up Zonde. Its auto-targeting is great 
against quick enemies like Wolves and 
Mothmants. 
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Episode 1 







Gigobooma 

[ Resistances 


V.Hard Ultimate 


Normal Hard 


Offline 


104411 2301 


Online 


Normal Hard V.Hard Ul 


Either 


Gobooma 


V.Hard Ultimate 


Normal 


419 756 1700 


Offline 


552 1 1 1005 1 2250 
Hard V.Hard Ultimate 
43 92 264 


Online 


122 

Normal 


Either 


sN 


Boomas come in three delicious 
flavors: Original, Go, and Gigo (Gigos 
don’t really start appearing until 
Forest 2). If you’re using standard 
weapons, the difference is simple: 
Tough, tougher, and toughest. But 
it’s more complicated for Forces, who 
need to match the right spell to the 
right beast. Standard Boomas are 
m ____ highly flammable, while Goboomas 
prefer a nice shot of Zonde. Barta is good for all three (although vanilla 
Boomas have a partial 'esistance) since it can cut through multiple enemies. 
Gutsy Forces car run around in circles until the whole herd is behind them, 
then let loose a few waves of Barta. 


The noble Rag Rappy: It’s hairy, | 
soft, cute, so lovely and pretty! 

It’s hard not to feel a little bit 
guilty about beating the crap out 
of these fuzzy Phantasy Star series! 
mascot characters, but if you wantf 
their items, you’ll have to do it 
twice. After the initial K.O., watch I 
over their bodies until they rise to I 
make their escape. Smack 'em on [ 
the way out and their treasure is yours. Note that if you hit a Rappy with | 
a gun before it notices you, it will immediately turn and bolt. You won’t 
get any items or EXP, but it’s a good way to avoid a dangerous confronta¬ 
tion with super-tough Hard mode Rappies. 


Wolves 


Both of the wolves are fairly 
weak enemies. They pretty much 
only attack when your back is 
turned, so if you keep them from 
circling behind you, you can kill 
them with ease. They’re particu¬ 
larly easy for Forces, since you’ll 
automatically turn to face them 
whenever you cast Zonde, the 
best spell against both types. 

Ba-oarous Wolves are the leaders, so if you kill them first, all the 
svage Wolves will howl and cast Zalure and jellen on themselves, lower- 
g both their attack and defense. 


Monests are a lot of \p/ork for 
not much reward. They have 300 
HP in Normal mode, but you’ll 
want to kill them with strong- 
strong-strong combos or Foie 
blasts before they spew out too 
many Mothmants. The 
Mothmants are typically more of 
an annoyance than a threat, but 
watch out in Hard and Very Hard 
mode! In those modes, they come quickly, do big damage, and have at 
least 200 HP. Use quick weapons and weak attacks or their sudden stings 
can seriously interfere with your combos. 














































Map Data 








V es: 1 always has the same layout, meaning the same rooms are always in the same place in relation to each other. 
I it : -ere are several different variations, which have different starting and ending points, different treasure chests, 
gn: : Afferent enemy placements. The three offline maps are shown here (there are two additional online-only maps). 


is is probably the easiest Forest 1 variation, as the 
L:e is completely linear and it tends to have very 


enemies. The catch is that the rewards are pret- 
■c jsy too... There’s only one Brown chest, and all 
t retains is a Telepipe. The only tricky part is the 
k«: - n the far northeast, which contains a pack of 
Bio.es. Forces may have trouble dealing with them 
WfT~j don’t have Zonde yet. 





ARIATION C 


This odd layout starts you in the middle, overlooking the 
-:'est 2 transporter. Unless you want to take the south¬ 
east detour (for a weapon and piece of armor in the 
:*€5t), you should head west from the starting point. 

can then circle north and make it to the transporter 
r:er fighting your way through just two rooms! 


TO FOREST 2 



VARIATION B 


This variation is heavy on Boomas. You’ll fight them in almost 
every room, but never more than two or three at a time. Forces 
should use Foie, Hunters have their hit-and-run tactics, and 
Rangers can blow the sluggish dog-men away from the doorways. 
The quest itself is pretty direct, except for the brief detour to the 
southeast. Since the chest contains a Telepipe and a Moon 
Atomizer, it’s probably worth it. 



































Normal Mode Items 


J Monofluid 


^Techniques 


'•^1 Antidote 


1^1 Antiparalysis 


■1! Foie 

LI 

Hi Barta 

LI 

"»!! ZONDE 

LI 

Hi_ 

BU 


Hi 


BL 




t-s-l i 

Hi- =3 

❖ 


HI Resta L1 

❖ 

Telepipe 

HI 

❖ 

Trap Vision 

Hi 

❖ 

Monogrinder 

M _■ 

❖ 

Digrinder 

HI 

❖ 

Trigrinder 

m 


❖ 


b 


❖ 

Scape Doll 

H 


C; Arms 

IS 

Guards 

k 

Saber 

k 

Frame Z 

k 

1 

k 

Armor 

k 

DAGGER 

k 

Psy armor 1 

k 

1 

1 * 

i 


1 

k 

1 

l^iCANE 

e 

Barrier 

w — 1 

0 

Shield 

M _ 1 

0 

core shield 1 

NHANDGUN 

0 

"□ 

N 

5 

1 

Average level of 

Armor “Units" in this area: 

N 

N 

151 !□ 



(^Techniques 

PI Foie 

l6-8 Pi Resta 

L6-8I 

PI Barta 

l6-8“ PIAnti 

LlZl 

WZonde 

l6-it m 

J 

PIGifoie 

lvs BShifja_ 


g 

< 

CO 

0 

i 

lvs i W Deband 

LT-Sl 

PIGizonde 

LVSl W 1 ELLEN 

LVSl 

IPi Rafoie 

L3-4 S Zalure 

LV«il 

PI Rabarta 

■ L3-4 B Rtuker 

i 

IPI Razonde 

1-3-41 


IP! Grants 

L2-3I 



1 C 


0 Arms 

& Guards 

[♦IsOUL FRAME 

iA pallasch 

Ij<I breaker 1 

y 1 jUUL r rsruYiu 

l*#'! CROSS ARMOR 1 

✓1 BLADE J 

IPI SOLID FRAME J 

HALBERT 

iPlBRAVE ARMOR \ 

^|SPINNER J 

j*l HYPER FRAME J 

Pi CLUB 

19 

SOUL BARRIER 1 

Pi POLE 

12 

HARD SHIELD 1 

J>| STAFF 1 

\a\ 

RRAVE BARRIER 1 



SOLID SHIELD Z 

NIrailgun Z1 

\&\ FLAME BARRIER Z 

NlBLASTER 1 

Average, level of 

NlREPEATER i 

Armor “Units" in this area: 

Nl SPREAD 1 

!©!★★★★ 1 


Very Hard Mode Items 


B Foie 


Techniques 

I8=i3l 


EC 


TTBarta 18 - 13 ! WShifta 1 - 7 - 12 1 


IWI Zonde l»- 13 j M Deband >- 7-12 


IPI G 1 FOIE 

L7-12| 

SHI Gl BARTA 

L7-121 

IHIGizonde 

L7-12| 

HI Rafoie 

L4-9! 

IP! Rabarta 

LA-91 

IP! Razonde 

L4-9I 

IHI Grants 

L3-9I 

IPI Megid 

L3-91 

IWI Resta 

L 8 - 13 J 


IHllELLEN 


T7T2I 


WZALURE *-7' 12! 


EC 


IHTAntT 


LEU 


Ultimate Mode Items 


(^Techniques 


IWI Foie 114-21] IHI Reverser 


W Barta ti^HI WShifta 

PI Deband L 14-18 

W11 ELLEN 

PliZALURE L 14 - 18 ! 


Pi Zonde 

L 14-21 

fPi G1 FOIE 

L 14 - 1 & 

IHI Gl BARTA 

L14-18 

IHIGizonde L 14-18 

[HI Rafoie 

L14-15 

HI Rabarta 

L14-15 

IP Razonde L 14 - 15 1 

HI Grants 

L14-15 

IHI Megid 

L14-1S 

iHI Resta 

L 14-21 

IWI Anti 

L3-t) 


0 Arms 


Guards 


LvIgladius 


l#l HYPER FRAME 


IjH claymore 


1*1 GRAND ARMOR 


\sA ripper 


1*1SHOCK FRAME 


lyiBERDYS 


1*1 KING’S FRAME 


lyiSAWCER 


S*l DRAGON FRAME 1 


^>Iclub 


|0|FLAME BARRIER 


A PILLAR 


|0|PLASMA BARRIER 


M BATON 1 


lolFREEZE BARRIER 


Nraygun 


|0|PSYCHIC BARRIER 


N| LASER 


I0IGENERAL SHIELD 1 


Ni VULCAN 


Average level of 

Armor “Units” in this area: 


Nl LAUNCHER 


|g| ★★★★★★ 






0 Arms 


Guards 


lyiGLADlUS 


!*l HYPER FRAME 


|yi Claymore 


i*l Grand Armor 


|yi Ripper 


1*1 SHOCK FRAME 


MBerdys 


1*1King’s Frame 


MSaWCER 


1*1 dragon frame 1 


U>IClub 


|0|FLAME BARRIER 


W Pillar 


IoIplasma BARRIER 


U>1 Baton 


|0|FREEZE BARRIER 


NIRaygun 


| 0 |PSYCHIC BARRIER 


NlL aser 


lelGENERAL Shield 


NIVulcan 


Average level of 

Armor “Units" in this area: 


Nl Launcher 


|©| ★★★★★★★★ 



















































































































































































































































































































































































































































Strategy Data 



The Broken Bridge 


In every variation of Forest 2, you’ll 
find a washed out bridge in the north 
part of the map. To repair this bridge, 
you’ll need to find a switch 
like the one shown here 
and turn it from red to 
blue. In many variations 
it’s right next to the 
bridge, but it won’t always 
be so easily found. 





Dummy Chests 


In one of the online-only variations 
of this area, you’ll find treasure 
chests scattered across the room 
shown here. Many of these chests 
are decoys which actu¬ 
ally contain enemies, 
so open them one-by- 
one or ignore them 
entirely to avoid the 
confrontation. 




Mini-Warps 


All Forest 2 quests end at the 
Central Dome in the northeast part of 
the map. To get up there, you’ll need 
to take a green mini-warp. Make sure 
your party is assembled 
and everyone is healed 
up before you go 
through, since the area 
beyond is usually the 
hardest part of the map. 




before you say 
“y^s” at the 
prompt (assum¬ 
ing no one wants to be left behind), since thfe trans- 
:orter won’t be usable again until the boss is defeated. 


After defeating the final enemy in 
the northern part of the Central 
Dome, the red one-way boss trans¬ 
porter should activate. You’ll need 
to assemble 
your group 



Telepipe Tricks 


Before the boss fight, it’s a good 
idea to go to Pioneer 2 to heal up, 
sell junk and stock up on supplies. 
But even if you don’t want to visit 
town, drop a Telepipe anyway. That 
way, if you lose the boss fight, you 
can go straight back to the Boss 
Warp instead of having to walk 
through Forest 2 again. If you’re in 
a party, have two characters make Telepipes. If everyone only uses the other 
players’ pipes, they’ll never go away. 


Enemy Data 





There’s only one new 
enemy in Forest 2, but it’s 
tougher than a whole 
legion of Boomas. 

Hildebears jump into bat¬ 
tle from off-screen 
(smashing whoever they 
land on), and proceed to 
senselessly pummel any¬ 
one who is nearby. If 
everyone is far away, they’ll either jump closer or start shooting 
fireballs. 

In single player mode, Rangers and Forces should run away, 
always staying just out of fist range, but not so far that it will 
jump. Every few seconds, use Zonde or turn and fire a three-hit 
burst, and you’ll be safe as long as you have room to run. 


In multi-player mode, you can have Hunters act as decoys, running in circles to lure the 
Hildebear along while the rest of the party uses long-range weapons and spells from a safe 
distance. Hildebears are fairly slow, so the decoy will be safe if he or she is careful. And 
everyone else will be safe since Hildebears only attack whoever’s closest. 


Hildebears 

























































Episode 1 


Boss Data 


FORCES! 


The Dragon’s glaring 
weakness is Ice. Barta is 
weak, but Gibarta is amaz¬ 
ing, doing great damage to 
any of its body parts. The 
problem is, low-level Forces 
probably won’t have it at 
Dragon in Normal 
mode. If you don’t, switch to a 
Saber to get your whacks in while 
you can, and pester it in the air with 
Zonde spells. But definitely go with Gibarta in 
Hard and Very Hard modes. 


This boss isn’t as tough as the ones that follow, but its variety of 
attacks will definitely keep you on your toes. When it's on the 

ground, you need to worry about its man-crushing feet and 
the arc of flaming breath that can hit anything within 
about 1200 in front of it. When it’s in the air, you’ll need 
to be ready to dodge spreads of three fireballs (#1). 
Fortunately, the Dragon can't target characters that are 
. too close, so stick near its shadow. But never linger 
directly underneath, or you’ll be vulnerable to the shock- 
wave that hits when it drops back to earth (#2). 

When you aren’t running for your life, you'll need to get in 
as much damage as you can. You can hit it anywhere on its body in 
Normal mode, so Hunters should lay into the feet (#3) while Rangers 
take aim at its especially vulnerable head. Do enough damage to the 
Dragon and the head will drop so everyone can get a crack at it. 

When it's about halfway dead, the Dragon will burrow into the 
earth. When underground, it will rapidly tunnel from side to side 
three times, doing serious damage to anyone in its path. It can’t 
change direction early in this attack, so the safest place to hide is 

near the point where each 
tunnel begins. Watch your 
radar, then dash to the 
side where the last attack 
terminated and hug the 
walls. Never end up at the 
opposite wall or in the 
middle, or you’ll get 
nailed (#4). 

After three of these 
burrowing attacks, it'll 
blast back up and you'll 
be able to hit it again. 

But watch out for the 
holes where it entered 
and left the earth, 'cause 
the magma won’t cool 
until the boss has 
- breathed its last. 


HUNTERS 

In Normal mode, 
skilled Hunters can take 
down the Dragon at levels 
as low as 4. Just get good at 
dodging, and tear into its feet 
(and head, when that drops) 
with your most powerful 
weapon. However, in Hard 
and Very Hard mode, regular 
attacks won’t hurt its feet. You can use 
Gibarta, but the best trick is to use Draw 
weapons to simply suck the life from any part of 
its body! 


RANGERS 

Rangers can’t do as 
much damage as 
Hunters, but at least 
they don’t have to worry 
about being trampled 
underfoot as they get their 
shots in. Aim for the head 
when it’s safe (not when 
it’s breathing fire), and use 
Draw weapons if you got ‘em. Rifles 
can nail him in the air, but not with much 
consistency, so just use whatever gun 
does the most damage. 






























































Map Data 


_ ^ -orest 1, Forest 2 always has the same basic geography. The Boss Warp atop the Central Dome that marks the 
cr: of the level is always in the same place as well. But the way to get onto the Central Dome changes drastically. 
'• ~: hree offline versions of the maps (which also appear online, among two others) are presented here. 


TIONA 




l can go pretty much any direction from the main chamber in this 
bc, out to get to the Central Dome you’ll need to head North and 
:c around to the southwest room with Warp A. That’s the tough- 
Iroom in the map, and always has at least two Hildebears. If you 
pt the chests in the southeast (which contain a weapon, armor, 
c 3 valuable Star Atomizer), you’ll have to go all the way back 
hitting the red terminal atop the ledge. 


This variation forces you to travel through virtually every room, but 
you won’t find too much tough opposition. If you’re trying to avoid 
battles, don’t bother visiting the monolith (you can sneak in and 
grab the five chests, but don’t head north or you’ll trigger an 
ambush). The main area of the Central Dome (right after the warp) 
has a Monest that spews its insects at super-speed, so be careful! 


\ 


■BATON C 



The Warp is in the usual place in this map, so you can head east out 
■fthe starting point and skip all the rooms in the west if you’d like. 
But there’s a big battle atop the Central Dome (featuring a Monest, 
a variety of Boomas, and a wave of vicious Rappies), so you may 
■ant to battle through the west wing to charge up your Photon 
E-ast and get some more experience before you take Warp A. 


START 
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Normal Mode Items 


^ Tools 

^Techniques 


Monomate 

HTFoil I 

Ll-2 

& 

Dimate 

Wi Barta 

Ll-2| 



MIZonde . 

Ll-21 


Monofluid 

HI Gifoie 

Lll 


Difluid 

WIGi barta 

LI | 



Hi Gizonde 

Llj 



HI 

❖ 

Antidote 

HI 

❖ 

Antiparalysis 

HI 

❖ 

Sol Atomizer 1 

E 

❖ 

Moon Atomizer 1 

Eli 

❖ 

Star Atomizer 1 

Hi Resta 

Ll-2 

❖ 

Telepipe 

Hi Anti 

m 

❖ 

Trap Vision 

a 

❖ 

Monogrinder ! 

HIShifta 

Lll 

❖ 

Digrinder 

Hi Deband 

Ll| 

❖ 

Trigrinder 

Hi 1 ELLEN 

Lll 

❖ 

Material(misc.) 1 

Bl Zalure 

_LlJ 

❖ 

Scape Doll 

m — ] 


- 4 - 


^Arms 


✓I Saber 


^1 SWORD 


if\ DAGGER 


I^CANE 


1^1 rod 


a 


NhANDGUN~ 


‘■Trifle 


Guards 


w 

Frame 

It 

Armor 


Psy ARMOR 

♦ 

GIGA FRAME 

♦ 


1® 

Barrier 

10 

Shield 

10 

CORE SHIELD 

le 

GIGA SHIELD 

10 


Average level of 

Armor “Units” in this area: 

!§!**-! 


IHArms 


^Techniques 

IBIFoie 

l 7 -9 

HI Resta 

L7-9 

IHI Barta 

L7-9 

IH! Anti 

12-3 

HI Zonde 

L7-9 

iH Reverser 

HIGifoie 

L4-6 

HIShifta 

la-6! 

®! Gl BARTA 

L4-6 

B: Deband 

la-6 1 

IHIGizonde 

L4-6 

Bll ELLEN 

L4-6 

H! Rafoie 

1-3-5 

HI Zalure 

L4-6I 

HI Rabarta 

L 3-5 

E 

H Razonde 

L 3*5 

1 


s 




H Megid 

L2-3 

1 



bH pallasch" 


BREAKER 


1^1 BLADE 


Lv^l halbert" 


L^ISPINNER 


l^lCLUB 


1^1 POLE 


1^1 STAFF 


h« 

RAILGUN 

N 

BLASTER 

h« 

REPEATER 

N 

SPREAD 

ZD 


Guards 

♦ 

CROSS ARMOR 

♦ 

SOLID FRAME 


BRAVE ARMOR 

♦ 

HYPER FRAME 

t 

GRAND ARMOR 

I 0 

HARD SHIELD 

|0 

BRAVE BARRIER 

I 0 

SOLID SHIELD 

b 

FLAME BARRIER 

la 

PLASMA BARRIER 

Average level of 

Armor “Units” in this area: 

!©!★★★★ 


Very Hard Mode Items 


^Techniques 


B Foie 

L8-13 

sr Barta 

L8-13 

H ZONDE 

L8-13 

B Gifoie 

L7-13 

H Gi barta 

L7-13 

B Gizonde 

17-13 

B Rafoie 

L4-10 

13! Rabarta 

L4-10 

Hi Razonde 

L4-10 

IHI Grants 

L4-IO 

Bl Megid 

L4-10" 

B Resta 

L8-13 

Hi Anti 

L2-5 


an 


IHShifta L7^3l 

WIDEBAND E7-13I 

Ml I ELLEN 

IWIZalure '-7 7 n\ 


SE 


0 Arms 

Ly'Igladius 

1*1 CLAYMORE 

IjH ripper 

lyiBERDYS 

Msawcer 

U>|CLUB 

U>l PILLAR 

U>1 BATON 

h*| RAYGUN 

NLASER 

Nl VULCAN 

Nl LAUNCHER 


Guards 


iH GRAND ARMOR 


f-lSHOCK FRAME~ 


#1 king’s FRAME 


#1 DRAGON FRAME 


tiABSORB BARRIER 


19 PLASMA BARRIER 


EE 


[a 


la 


FREEZE BARRIER 


PSYCHIC BARRIER 


General shield 


lol PROTECT BARRIER 


Average level of 
Armor “Units" in this area: 


!§!★★★★★★ 


Ultimate Mode Items 



^Techniques 


W Foie 

L15-24 

IE! Barta 

LiS-24 

IB! Zonde 

L1S-24 1 

B! Gifoie 

L15-20 

Hi Gl BARTA 

L15-20 

H! Gizonde L15-20 

Hi Rafoie 

L15-17 

IHI Rabarta 

L15-17 

HI Razonde 

L1S-17 

Hi Grants 

L15-17 

Hi Megid 

L15-17 

IBI Resta 

L15-24 

IBI Anti 

l 3 -6 


H 

HIShifta 

L 15-20 

HI Deband 

L 15-20 

Hi) ELLEN 

L 15-20 

IHI Zalure 

L1S-20 

IH Ryuker 


HIArms 

MGladius 

IjH Claymore 

IjH Ripper 

IjHBerdys 

MSawcer 

U>IClub 

U>! Pillar 

I^>1 Baton 

Nl Raygun 

Nl Laser 

Nl Vulcan 

Nl Launcher 



Guards 

♦ 

Grand Armor 


shock frame 


King’s Frame 

♦ 

dragon frame 

± 

absorb armor 

10 

plasma barrier 

i0 

freeze barrier 

b 

PSYCHIC BARRIER 

b 

general Shield 

10 

protect barrier 

Average level of 

Armor “Units” in this area: 

|£j )★★★★★★★★ 


k\ 













































































































































































































































































































































































































Strategy Data 



SPEAK TO THE PRINCIPAL FIRST! 

After you kill the Dragon, you need to go straight to the Principal (the guy who hired 
you to investigate Ragol at the beginning of the game) and report your findings to him. 
He doesn’t say much, but you won’t be able to gain access to the Caves until you do. If 
you do quit the game without talking to him, you’ll have to go all the way through the 
Forests and fight the Dragon again the next time you play. The same rules apply if you’re 
playing online, except that only one member of the party needs to speak to the Principal, 
and you can skip this step if the person who formed the party has already done it offline. 



Foot Switches 



I A few doors in 
each variation of Cave 

1 are locked by floor switches like the ones shown here. To 
open them, you need to find and step on as many red floor 
switches as there are red bars in the door (there are always 
between two and four). 

If you’re playing offline, all you need to do is step on each switch, turn it 
green, and move onto the next one. If you’re playing online, it’s a far more com¬ 
plicated matter. Someone needs to stay standing on each switch, and the door 
won’t unlock until all the switches are being pressed simultaneously. This 
means that if you don’t have four party members, there is no way to open a 
four-switch door. Fortunately, the three or four-switch doors are always optional 
detours, and the only ones that must be opened have just two switches. 




Bomb Traps 


Cave 1 is also the first place you’ll 
I find bomb traps. If you’re a Human or 

Newman, these little red and grey objects will seem to pop out of the ground as 
you near chests and terminals, or run through hallways. You can destroy them 
with a gunshot or Zonde spell while they’re targeted, but when your cursor dis¬ 
appears, it means the trap has been “armed” by your proximity and nothing can 
stop its imminent explosion. 

All Androids can see traps before they appear, and should consider it their 
duty to disarm them (with a gun) before the Humans and 
Neyvmans in the group get their squishy little bodies all 
blo’wed up. If you don’t have an Android handy, you can 
revdal them with a Trap Vision. Not that you need to-The 
rmers on the traps in Cave 1 are very long, so even after a trap is armed you’ll have plenty of time to 
re: away. But this extended grace period will be gone in Cave 2, so don’t get used to it. 




These giant piston-like smashing 
machines will hurt any character fool¬ 
ish enough to be on the pad when it 
goes red. They’re slow, 
so avoiding them is 
easy... Unless a sneaky 
player drops a telepipe 
right on the pad! 

Everyone loves to play 
“telepipe roulette.” 


tit/ 


• 

* 

i 

9 \ 

A] 



Every variation of Cave 1 has at 
least one room that is pitch black. To 
turn the lights on, you’ll need to find 
and activate the glowing switch (it’s 
frequently surrounded by treasure 
chests). Runners should carefully 
watch their radar for nearby enemies, 
and other players should cover the 
runner’s back by intercepting the 
monsters themselves. 



There’s one new object in the caves 
that won’t squish you, sap your life, or 
blow you up. Indeed, a few seconds 
spent between the rings 
of what we affectionate¬ 
ly call a “healy-gig” will 
refill your HP and TP. 

They’re not in every Cave 
1 variation, but keep an 
eye out for them. 



Pqison/Paralysis 


The venom spat by 
Poison Lily enemies will 
Poison a healthy charac¬ 
ter or Paralyze a Poisoned 
character. Poisoned char¬ 
acters lose life every sec¬ 
ond, while Paralyzed ones 
can’t attack or use tech¬ 
niques. Antidote and Antiparalysis will 
cure them, as will the Anti technique. 









































775 1619 


Offline 


1029 2429 


Online 


Either 


Atfffcute /LBe*i: 


Episode 1 


Nano Dragon 

] Resistances 


EFR 

EIC 

80 

0 

ETH 

ELC 

0 

20 

EDK 

23 

ESP 

15 


HP 

Normal 

Hard 

V.Hard 

Ultimate 

Offline 

200 

540 

900 

1875 

Online 

260 

699 

11851 

2813 

XP 

Normal 

Hard 

V.Hard 

Ultimate 

Either 

j 15 1; 

57 

[I no ! 

300 


Grass Assassins 


Grass Assassins are relatively fun and easy to fight. They’re slow when they’re not charging, and they’re nice big targets. But 
the fun is over when one gets you in its paralysis beam... Then you’re stuck to the floor while it rips into you. The affected player 
H can keep attacking, but can’t turn to face the Assassin unless they can use a Zonde spell or lucky gunshot to re-orient them- 
HB selves. When you see a teammate get caught in its beam, rush in to help by applying rapid beatings to the Assassin that it won’t 
be able to get any hits in. The only other time Assassins must be feared is when they charge. During that period, they’re 
immune to attacks, so don’t waste your techniques. 


Pal Shark 


j Resistances 

EFR 

0 

EIC 

0 

ETH 

50 

ELC 

20 

EDK 

15 

ESP 

0 


HP 

Normal 

Hard V.Hard Ultimati 

Offline 

85 

419 757 1596 

Online 

122 

1 552 || 1005 |{2394 

XP 

Normal 

Hard V.Hard Ultimati 

Either 

i in 1 

aq 100 280 


hp Normal Hard V.Hard Ultimate 


xp Normal Hard V.Hard Ultimate 
104 288 


Guil Shark 

| Resistances 

EFR 40 
EIC 30 
ETH o 
? ' ELC 2° 

EDK 20 
ESP 0 


Poison Lily 


^Resistances I 

EFR 

0 

EIC 

0 

ETH 

20 

ELC 

0 

EDK 

15 

j ESP 

5 


HP 

Normal 

Hard V.Hard Ultimate 1 

HP 

Normal Hard V.Hard Ultimate 

Offline 

130 

467 

813 1666 

Offline 

70 404 738 1372 

Online 

1 176 j 

609 

1076 2533 

Online 

104 532 982 2058 

XP 

Normal 

Hard 1 

V.Hard Ultimate 

XP 

Normal Hard V.Hard Ultimate 

Either 

14 

i 55 ! 

108 j! 296~ 

Either 

10 49 100 280 


Enemy Data 


Sharks are basically Boomas 
with meat cleavers for claws. 
They’re about as fast and have 
the same attack speed, but longer 
They come in larger packs 
than Boomas did, so Hunters will 
to pick them off before they 
assemble into large groups. 
Fire works great against lone 
and Pal sharks, but is pretty 
worthless against the tougher Guil Sharks, who are weak primarly to 
Zonde. Getting a large herd together and using Barta is the best 
choice for a mixed pack. 

If you play up to the caves in Very Hard mode, you’ll be in for a nasty 
surprise: Pal Sharks are as fast as you are! The only safe way to beat 
them then in that mode is with the usual duck-into-a-corridor and stab- 
’em-in-the-back tricks. 


Poison Lilies spit blobs that will 
Poison or Paralyze Human and 
Newman characters. Poison victims can I 
use the Anti techniques, but Paralysis I 
victims must use an Antiparalysis or 
have a teammate use Anti for them. If I 
neither of these are an option, let your-1 
self get hit by the spit again to toggle I 
your status back to Poison. 

Since Androids are immune, they 
should handle the Lilies if possible. Handguns have longer range than Poison 
Lilies, so gun-wielding non-Androids can also kill them safely if they’re careful. 

The spit has the same range as Foie, so Forces need to carefully cast and run 
away, while Hunters will need to run in a spiral motion to avoid the shot. Don’t 
get too close... They have a close-range bite too. 

Lilies point straight up and flash red when they’re on the brink of death. Finish 
them quickly or they’ll explode into a burst of paralyzing powder... And you won’t 
get any EXP. 


Nano Dragons are the most dan- 
erous monsters in the Caves. They 
either very long-range ice 
or two heat-seeking pulses, 
ignore you if you’re far away, 
if they’ve noticed you, you have 
-hoice but to rush them before 
dominate the field, 
irces can keep them at bay with 
use it as fast as you can and 

there won’t be enough time between the bolts for the dragon to retaliate. 
Rangers can try the same trick (although guns are less accurate, so try to 
do it from behind them). Hunters without Zonde will have to rush them, but 
they won’t get more than a hit or two off before the Dragon takes flight. 
Follow its shadow and be ready with more hurt when it lands. _ 


















































Area Strategy 


Map Data 


the time you reach this area, most characters should be able to 
: Handgun, Foie, or some other long-range technique. One of the 
.•.ays for a team to blow through this cavernous area is to have 
yone equip something long range and form a firing squad. As a 
first eliminate the Nano Dragons and Poison Lilies, then stand in 
:on and let the rest of the enemies meander into your hail of bul- 
With three or four characters firing at once, nothing will be able to 
iose enough to touch you. 

Even in offline mode, guns are a great strategy for the cave. They can 
away Poison Lilies from a safe distance, they can disarm traps, and 
re capable of making the heavily guarded lava room that’s at the 
:er of every map variation a snap. The trick is to get all the enemies 
one side (easily done, since they’ll follow anyone who runs near 

and then get behind the heat vent in the middle. None of the brainiac Sharks or Grass Assassins will think of going around, and you can 
pick them all off with Rifles or Handguns. 


-*• 


:* 


sftely 


■ - W 

■fe is the longest of the three offline Cave 1 variations, but the compensation is 
l-nc’-r than worth the trouble. There’s a room in the southeast that is protected by a 
Hl 6 carrier and four floor switches, which contains ten gray chests that you can get 
\wtrc jt even killing any enemies. 

East of that, you’ll encounter unusually heavy opposition in the lava room, so be 
Ifor a tough fight. Take the Warp A detour in the southeast to trip one of the two 
Ifcor switches in the split room, then backtrack and head north. At the northeast 
■rx. ,ou can go east to the Transporter or west to a very heavily guarded healing rig. 


START 


TO CAVE 2 











































Episode 1 


TO CAVE 2 


VARIATION B 


Unless you need a lot of Antidotes, you really 
shouldn’t bother with the Warp A detour since it 
involves a pair of enemy-filled rooms and one 
full of traps at the end. If you do do it, at least 
you won’t have to backtrack, since deactivat¬ 
ing the blue barriers will allow you to continue 
after raiding the chests. 


START 


VARIATION C 


This is the only variation of Cave i in which Pan Arms ene¬ 
mies appear, so you may want-to skip ahead to page 48 for 
tips on dealing with that rare rpenace. You will definitely see 
one in the lava room with the heat vent, and another (which 
you don’t have to kill) after you go through Warp A. That’s 
not a detour-You will have to take Warp A to get to the sec¬ 
ond floor switch. After that, you can just take Warp B to get 
back on track. 
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Normal Mode Items 


d Tools 

^Techniques 

Monomate 

HI Foie 

L 2-2 


D i MATE 

61 Barta 

L 2-2 



HIZonde 

L 2-2 


- Monofluid 

HIGifoie 

LI 


— Difluid 

HI Gl BARTA 

LI 



HIGizonde 

LI 



h r 


▼ Antidote 

61 


-r Antiparalysis 

HI 


▼ Sol Atomizer 

HI 


▼ Moon Atomizer 

m I 


■r Star Atomizer 

HI Resta 

L 2 


▼ Telepipe 

Hi Anti 

LI 


▼ Trap Vision 

HI 


▼ Monogrinder 

HIShifta 

LI 


▼ Digrinder 

Hi Deband 

LI 


^ Trigrinder 

HIIellen 

LI 


▼ Material (misc.) 

HIZalure 

LI 


▼ Scape Doll 

HI 

\ - 



d Arms 

d Guards 


^ BRAND 

^TFrame 


X SWORD 

*1 Armor 


y DAGGER 

1 1 PSY ARMOR 


^ l 

IHgiga frame 


. 1 

♦ I SOUL FRAME 


—‘STICK 1 

01 Barrier 

i 

ROD 

WIShield 


. 1 

0 |CORE SHIELD 


“* AUTOGUN 

0 IGIGA SHIELD 


-1 RIFLE 

^ 1 soul Barrier 


-* i 

Average level of 

Armor “Units" in this area: 

. 1 

!§!★* 

n 






Hard Mode Items 


^Techniques 


IHFoie 

L 7 - 9 l HI Resta 

L 7 -Q 

IHI Barta 

• 7 - 9 ! HI Anti 

L 2-3 

SI ZONDE 

>- 7 - 9 : HI 


IHIGifoie 

L/t-6! HIShifta 

la-6 

lH Gibarta 

la -61 HI Deband 

la-6 

HIGizonde 

la -61 HIIellen 

i/,-6 

[HI Rafoie 

14-51 HIZalure 

la-6 

HI Rabarta 

la-5 1 IKRyuker 



HU 


HI Grants 

L 3 - 4 i 

H 

J 


Cl Arms 

.<! PALLASCH~ 


✓1 BREAKER 


ml BLADE 


✓1 GLAIVE 


J^ICUTTER 


^CLUB 


PILLAR 


M BATON 


RAILGUN 


BLASTER 


REPEATER 


CANNON 


Very Hard Mode Items 


Ultimate Mode Items 


d Techniques 


HI Foie 

Lio-27 

Hi Barta 

L16-27 

BIZonoe 

L16-27 

HIGifoie 

LI6-22 

HI Gibarta 

LI6-22 

HIGizonde 

L16-221 

HI Rafoie 

LI6-19 

Hi Rabarta Lib-19 

HIRazonde L16-19 

HI Grants 

L16-19 

HIMegid 

L16-19 

IHi Resta 

L16-27 

HI Anti 

L3-6 


HI Reverser 

HIShifta 

L16-22 

HI Deband 

L16-22 

HIIellen 

L16-22 

HI Zalure 

L16-22 

HI Ryuker 


d Arms 

|yjGiADius~l 


lyjCUYMORE 


Ripper 


!;< BERDYS 


i-K^SAWCER' 


U>lCLUB 


I-* Pillar 


l>- Baton 


NIRaygun 


d Techniques 

dARMS 

IHI Foie L9-13 

B 

IjHgladius 

IHI Barta lq -13 

HIShifta L8-13I 

\#\ CLAYMORE 

Hi Zonde L9-13 

IHI Deband L8-13I 

M RIPPER 

HIGifoie L8-13 

HIIellen L8-13 

I^Iberdys 

H Gibarta >-8-13 

HIZalure 1.8-13 1 

\y\ SAWCER 

HIGizonde L8-13 

HI 1 

1 ——1-1 

HI Rafoie lg-io 

HI Rabarta L5-10 


W CLUB 

U>l PILLAR 

HRazonde L5-10 

M BATON 

IHI Grants L4-10 

NIraygun 

HIMegid 14-10 

N laser 

HI Resta L9-13 

NIvulcan 

Hi Anti L2-5 

Warms 


hiL aser 


NIVulcan 


NIarms 


d Guards 

fiSOLID FRAME 

M brave armor 

Id! hyper frame 

IdlGRAND ARMOR 

if ‘1 SHOCK FRAME 

0 | BRAVE BARRIER 

0 l SOLID SHIELD 

Of FLAME BARRIER 

01 PLASMA BARRIER 

0 l FREEZE BARRIER 

Average level of 

Armor “Units" in this area: 

l©l**** 


d Guards 

d 

SHOCK FRAME 

d 

KING’S FRAME 

d 

DRAGON FRAME 

d 

ABSORB ARMOR 

f 

PROTECT FRAME 

l <3 

FREEZE BARRIER 

|0 

PSYCHIC BARRIER 

1? 

General shield 

h 

PROTECT BARRIER 


GLORIOUS shield 

Average level of 

Armor “Units" in this areal 

j© j ★★★★★★ 


d Guards 

dlSHOCK FRAME 

dl King’s Frame 

d DRAGON FRAMt 

d ABSORB ARMOR 

d PROTECT FRAME 

101 FREEZE BARRIER 

101 PSYCHIC BARRIER 

!0l general Shield 

i0i PROTECT BARRIER 

10 ! GLORIOUS SHIELD 

Average level of 

Armor “Units" in this area: 

{=!★★★★★★★★ 



















































































































































































































































































































































































































Episode 1 


Strategy Data 



New Trap Variations 


Cave 2 is perhaps the most heavily trapped area in the game. Traps are more frequent, less obviously 
placed, and have shorter fuses than they did in Cave 1, so if you’re not careful, you’re gonna get hit. 
Adding to the fun are three new trap variations: the Double Trap, the Ice Trap, and the Healing Trap. 
Double Traps are basically two bomb traps in one. They’re a bit bigger, so the blast does more dam¬ 
age and has a wider range. Ice Traps are indistinguishable from bomb traps until they go off and 
freeze anything nearby (including enemies, if you can lure any into the blast). They don’t do damage 
themselves, but they only appear in rooms with enemies who won’t be too proud to take advantage of 
your condition. 

Green Healing Traps are so defective that they actually recover your HP instead of killing you. Not many of 
these made it past the trap factory quality control department, so they’re very rare (they appear randomly, so we 
can’t tell you where). But keep an eye out for them, and be prepared to run into the blast for a change. 




Cave 2 is full of floor switches, but 
not all of them are real. If you’re ever in 
a room with more switches than red 
bars on the door, you’ll know that some 
of them are decoys. Decoy switches 
have invisible bomb traps hovering 
above them, and there’s no way to 
dodge them. You either have to use a 
. Trap Vision to discern the fakes, or have 
f an Android use a gun to disarm them. 



** 


Trap Running 

( Customize } 

( Chat ) 

( Options > 

( Quit flame ) 

• ,%? 

m 

t 


Tired of traps yet? As if decoy 
switches and trapped chests weren’t 
enough, every hallway has the poten¬ 
tial of being full of bomb traps. You 


Sifaka 

RAcaseal 

GREENNILL 

Lv 29 

4 

can switch to a Handgun and 
painstakingly reveal and disarm each 

Equip weapons or 
j use items here. 

Total EXP : 
To Next Lv : 
Money 

20923pt 

3l77pt 

3833Mese1 

one, or you can safely run right 
through cheater-style. The trick is sim- 


pie: When you’re in your option screen, bombs take longer to explode. So you can 
hit start and run through any hallway in any area of the game without getting hit. 


Enemy Data 


Pofuilly Slime 


This blob of blue slime, dubbed the “Poofy Slime” in the Japanese version, is among the most annoying enemies in PSO. Not because it’s dangerous-ln 
fact, it’s very easy to avoid-But because it takes so damn long to kill. It can only be hit when it rears up on its... Urn... Back puddle of slime, and your 
crosshairs latch onto it. Then you can hit it exactly once before it reverts to a puddle and slides away. Obviously, you should make that one hit the 
strongest anyone in your party can deliver, but for low-level characters they may still require four or five cycles to dispatch. 

That’s why you have to be VERY careful not to make them split. If you use an Ice special ability (like Frost) or an Ice technique (like Barta) or hit the 

Pofuilly with the third hit of a three-hit combo, you’ll end up with two Pofuillies on your hands. Also, if the 
Pofuillys last long enough to use its Ice Breath (the Pofuilly can only attack if you don’t hit it after it’s been stand¬ 
ing up for about 5 seconds), and that breath hits another Pofuilly, it may split. 

Red “Pouilly” Slimes are among the game’s special u Rare Enemies. ” See page 159 for details. 


HP 

Normal 

Hard 

V.Hard 

Ultimate 

Offline 

100 

435 

775 

j|619 

Online 

Pl40 1 

571 

1029 

929 

XP 

Normal 

Hard 

V.Hard 

Ultimate 






















































Are those cowardly Pofuilly Slimes getting you down? Tired of 
those interminable waves of Guil Sharks? Nothing beats PSO-related 
stress like coercing enemies to kill themselves and each other! Since 
every enemy-fired projectile can hit any other monster, it’s astonish¬ 
ingly easy. 

If you let the Pofuilly Slime do its little slime-scythe attack, that 
attack will home in on you but hit whatever’s nearby. And let me tell 
you, nothing’s more hilarious than hugging close to the attacking 
Pofuilly, and then calmly stepping out of the way so it ends up killing 
itself. 

Nano Dragons lack the suicidal impulse, but they don’t mind killing 
everything else in the room. Get the Nano’s attention, and then just 
walk around the room while Sharks (or whatever) stalk you. Match 
their pace, and the Nano beams will hit them instead of you! 


Map Data 


^ . 


wfve-e are four different types of traps in Cave 2, and this map has 
per all in spades. Carry a full complement of Trap Visions if you’re 
pBan Android, and bring a gun to shoot them down. 

H”*e first detour, to the brown boxes blocked by a red barrier, is 
pss rnan worth it, but the second one, north from the room 
pvxec “Point 1”, is worth it due to the small number of 
guarding the treasure at the end. 

:hat same room, the blue barrier seems mys- 
ly to have no deactivation terminal. 

Berth the grass and bushes in the northwest¬ 
er comer, however, and you’ll find a floor 
that will do the trick. 

B .ou’re playing in online mode, you’N have 
wsz t up at Point 2 and have one player warp 
m or« switch, while another stays behind. But 
Lr~~: .’.orry about the enemies past Warp A, since the door to the 
Biittt is already open. Finally, the two extraneous passageways 
mar the monolith chamber are worth checking out, as they contain 
mer» ~ew enemies and a full complement of tasty treats. 



START 














































































Episode 1 


Map Data (cont.) 


VARIATION C 


TO CAVE 3 


This map has the fewest traps and most linear setup| 
of all the Cave 2 variations. But it does continue thJ 
fine Cave tradition of unnecessary side divergences! 
with the Warp A detour being first among those! 
However, if you’re low on cash, you may as well! 
since there aren’t very many enemies to fight there! 
and you can pick up a total of twenty extra items tol 
hock back in town. Don’t, however, bother at all wit J 
the Warp B trip - just note that the monolith is there,! 
as well as a bunch of traps, and move along. 


VARIATION B 


Most of the detours in this map are a waste of 
time, treasure-wise, but do provide fun oppor¬ 
tunities for Rangers to snipe away all of the 
enemies in the split rooms. Other classes 
should just take the direct route, and go 

_„ due north, east, and then straight south 

without bothering with warps or side 
passages. Note that this area has several rooms 
with both enemies and floor switches, but you 
will usually have to kill all the enemies to open 
the door beyond the switch-locked one. 
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Normal Mode Items 


^Tools 

^Techniques 

* Monomate 

St Foie L2-^ 


» D MATE 

B! Barta L2-^ 


frar- i 

BIZonde L2-^ 


Monofluid 

BiGlFOIE Ll-2 


DiFLUID 

BlGl BARTA Ll -2 


El 1 

BIGlZONDE Ll-2 



M 


-r Antidote 

Bt 


▼ Antiparalysis 

tel 


Sol Atomizer 

tei 


^ MoonAtomizer 1 

HI 


▼ Star Atomizer 

Hi Resta L2-3 


▼ Telepipe 

BIAnti li 


^ Trap Vision 

Hi . 


▼ Monogrinder i 

BIShifta 11-2 


▼ Digrinder 

B! Deband li-2 


▼ Trigrinder 

BIIellen Ll-2 


▼ Material(misc.) i 

BIZalure Ll-2 


■r Scape Doll 1 

Hi 




Arms 


' 3 RAND 


/ SWORD 


/ DAGGER 


STICK 


^ ROD 


.‘/AND 


I AUTOGUN 


"1 RIFLE 


€& Guards 


ifH Armor 

If'IPSY ARMOR 

Wgiga frame 

tf^SOUL FRAME 

1^1 CROSS ARMOR 

3 

Shield 


CORE SHIELD 


GIGA SHIELD 


soul Barrier 

g 

HARD SHIELD 


Average level of 
Armor “Units” in this area: 


I§1** 


Hard Mode Items 


^Techniques 

IBI Foie 

L 8-10 

HI Resta 

l8-io; 

HI Barta 

L 8-10 

HI Anti 

L 2-3 

IBI ZONDE 

L 8-10 

HI Reverser 

IBIGifoie 

LW 

BIShifta 

LS -71 

BlGl BARTA 

LS-7 

HI Deband 

lwI 

IBI Gizonde 

L5-7 

IBI Iellen 

Ls- 7 ! 

IBi Rafoie 

L 4-6 

HI Zalure 

LS-71 

IBI Rabarta 

L4-6 

HI Ryuker 


IBI Razonde 

L 4-6 



HI 



HIMegid 

L3-4 




jHgladius 


3 f\ CLAYMORE" 


,V* 1 EDGE 


✓I GLAIVE 


if\ CUTTER 


^iCLUB 


PILLAR 


A BATON 


RAYGUN 


BEAM 


GATLING 


CANNON 


Very Hard Mode Items 


n Techniques 


IH! Foie 

L 9 - 14 I 

IB! Barta 

L 9-14 

IBI Zonde 

L9-14I 

Hi Gi foie 

L8-13I 

HI G i barta 

L8-13] 

HI Gizonde 

L8-13I 

IBI Rafoie 

LS-lOj 

IBi Rabarta 

L 5-10 

HI Razonde 

L5-10 

HI Grants 

L 4 - 10 | 

IHIMegid 

L4-IO 

HI Resta 

L9-14; 

|HI Anti . 

L 2 - 5 | 


Hl 


BIShifta 18-51 

BI Deband lS^ 

HI I ELLEN 

IHIZalure i-H' 13 ! 


HL 


J 


Ultimate Mode Items 



^Techniques 

HI Foie W-29 

m .1 

IBI Barta L17-29 

BIShifta 

HI Zonde 117-29 

HI Deband L17-24I 

IBIGifoie L17-24 

BIIellen L17-241 

IBIGibarta L21-30 

IH Zalure L17-24 

HI Gizonde L1 7' 2 4 

HI Ryuker 

BI Rafoie L17-22 


IB Rabarta L17-22 

HI Razonde L17-22 

IBI Grants L17-22 

IBIMegid L17-22 

IBI Resta L17-30 

IBI Anti L 4'7 


^ Guards 


!♦ 

BRAVE ARMOR 

♦ 

HYPER FRAME 

!♦ 

GRAND ARMOR 

!♦ 

SHOCK FRAME 

li 

KING’S FRAME 

1^1 SOLID SHIELD 

tel FLAME barrier 

tel PLASMA BARRIER 

| 0 |FREEZE BARRIER 

tel PSYCHIC BARRIER 


Average level of 
Armor “Units" in this area: 


a ★★★★ 


C^Arms 

Ly^Igladius 

IjHcaubur 

M RIPPER 

LrlGUNGNIR 

Ly*i diska 

U>|CLUB 

\A PILLAR 

\A BATON 

N RAYGUN 

NLASER 

H*Im&a6ovise 

NIarms 


# Arms 

IxIGladius 

\y\ Claymore 

Ly^I Ripper 

LxIgungnir 

Lxl diska 

1^1 Club 

\A Pillar 

IpI Baton 

N Raygun 

NLaser 

Nm&a6ovise 

Harms 


Guards 

it 

king’s frame 

if 

dragon frame 

I* 

ABSORB ARMOR 

i 

PROTECT FRAME 


GENERAL ARMOR 

9 

PSYCHIC BARRIER 


General shield 

9 

PROTECT BARRIER 

9 

GLORIOUS SHIELD 

a 

IMPERIAL BARRIER 

Average level of 

Armor “Units” in this a;e*. 

| ★★★★★★ 


^Guards 

^ King’s Frame 

^ dragon frame 

ABSORB ARMOR 

* PROTECT FRAME 

^ GENERAL ARMOR 

0 ! PSYCHIC BARRIER 

9i general Shield 

! 0 iPROTECT BARRIER 

|0 i GLORIOUS SHIELD 

tel IMPERIAL BARRIER 1 

Average level of 
! Arvo® “Units" in this area: 

J ★★★★★★★★ 














































































































































































































































































































































































































Pan Arms 


Resistances 


Normal 


Normal 


Hard V.Hard Ultimate 
645 1025 1750 


Offline 


Offline 


960 1400 2400 


Online 


1211 1810 3600 


Online 


827 1341 2625 


Normal Hard V.Hard 


Normal Hard 


V.Hard Ultimate 


Either 


Episode 1 


Enemy Data 


Special abilities are effective 


Pan Arms 


If you ended up in Variation C of Cave i, you’ve already met the Pan Arms. If not, you’ll certainly meet 
them here. Pan Arms, as a single entity, has a Defense so high that no weapon wielded by a low level 
character can hope to scratch its surface. The downside (for the Pan Arms, at least) is that its attack 
options are sorely limited: It can shoot Fire and Ice beams from the green things on its chest, but those 
are very easy to dodge, and are more of a threat to the other enemies than they are to you. 

Regular attacks are clearly ineffective, but if you have a Drain, Heart, or Master’s-series weapon, you 
can still get behind it and go to town, draining buckets of HP (which also damages the Pan Arms), TP or 
EXP. Almost any special weapon ability will work here... Shock-series and Heat-series attacks will do tech¬ 
nique damage, and if you have a Dim-series weapon, you’ll have plenty of opportunities to get your instant 
kill. If you don’t have a special weapon, you can use techniques (Zonde is best, but still not particularly effective) or 
just wait for it to split. 

When it splits, you’ll have two enemies to fight. Hidoom and Migium are very vulnerable to normal attacks, but 
quick and deadly themselves. Well, only Hidoom is deadly, actually. Migium’s sword doesn’t do damage, it just casts 
Jellen and Zalure on its victims. So ignore it and concentrate on Hidoom. 

Apart or together, the Pan Arms have at least 6oo HP. They’re not much of a threat if you can kill Hidoom before it 
can attack, but they’re always a long battle. Sadly, the amount of EXP you get is always dismal, so skip them whenev¬ 
er you can. 


Fun Corner 


Does that Pan Arms look vaguely familiar? If you’re a hardcore Phantasy 
Star fan, you saw it in Phantasy Star 3 (it was translated as “Twinarms” 
then). That’s hardly the only enemy that should be familiar to old-school PS 
players... The Grass Assassin is a classic that has appeared in Phantasy Star 
2 and 4, and the Chaos Bringer (found in the Ruins) dates all the way back to 
PSi. And of course, there’s the Rappy, which was introduced in PS3. They 
returned in PS4, along with new Blue Rappies and King Rappies, and 
their famed habit of running away when they lose. 


Fru 50 


- 4 -ru I I U 


Until the Pan Arms splits... 


Then give Hidoom all you got. 






















































































































:::: tunities to really hurt De Rol Le don’t come along often, so the key to victory is to exploit them when 
re, 10 and dodge like a madman the rest of the time. Its first attack involves shooting little spikes onto the 
B=:around players (if they’re on the raft, just head to one end to avoid them... If they’re around a player, 
one chip in to break them). Deal with that quickly, ‘cause a series of little purple balls comes next. Two or 
nits from these will take out most players, so either carefully weave between them, or run to the far cor- 
er of the raft where you won’t get hit by more than one. 

Every now and then it’ll flop onto the raft and everyone can start hacking (#1). Concentrate your hits on the 
kt, part behind the skull mask if you can (this is hard for Hunters), ‘cause that’s where you do the most dam- 
"he mask cuts the damage in half, but you can shatter it if you hit it enough. De Rol Le’s only attack on 
le raft is to strike with a tentacle (#2). You can’t just wait and see-You have to anticipate and dodge before 
: _ see it move. With most weapons, you can get in three 3-hit combos as soon as De Rol Le hits the raft, then 
,*.ait for the tentacle to miss, do two 3-hit combos, run, two more, run, two more, run. Of course, if you’re 
• a g'oup the odds it will hit you are pretty low. And if it misses you the first time, forget dodging at all... It will 
und the same player over and over, never switching. 

Later on, De Rol Le will stand up and start firing laser beams (#3), which you can avoid by simply running 
-in side to side on the raft. A group will need to get in sync, or someone will get hit. 


HUNTERS 


The key to beating 
De Rol Le with a Hunter 
is simple: Use a Sword or 
Partisan. Either can actual¬ 
ly hit it sometimes when 
it’s swimming alongside 
the raft, but the real plus is 
the damage they can dish 
^ out when it flops up onto the 
§ raft. Aim for the back of the neck, 
ind either weapon will hit for heavy damage 
:~ree places with each swing. The only prob- 
n is that they’re slow, so you’ll need to be 
epared to dodge the tentacle after each 3- 
ring combo. 


hit 


RANGERS 


Rangers are a mixed 
bag here. On the 
plus side, they can 
t De Rol Le during the 
! laser blast phase (see 
| #3, above), but be con- 
servative-0 nly do one 
3-hit combo, dodge, 
then repeat. They can 
also hit it while at sea, especially 
with Rifles, although that’s not easy. 
Unfortunately, they can’t do as much 
damage as Hunters can when De Rol Le is 
on the raft, but they can compensate by aiming 
directly for the tender bits behind the skill. 


FORCES 


In Hard and Very Hard 
mode, Forces can eat Del 
Rol Le and spit him out in 
record time. That’s 
because Rafoie simply 
devastates this boss... It 
hits in seven different 
places, and can hit while 
De Rol Le is alongside the raft. 

' Unfortunately, in Normal mode. 
Forces aren’t so hot. Outside of 
their healing contributions, they don’t have 
much to offer except Gifoie when he’s flopped 
up onto the raft, and Zonde when he’s at sea. In 
a large group, Shifta’s nice too. 

































































Reveals traps 
that are hidden in 
rooms. 


GHKnight/Power 
GHKnight/Power 
a Antiparalysis 


■Trap Vision 


CUHCore Shield 

GHKnight/Power 

QBrand 

rfJPtvtnl< 


Episode 1 


Area Strategy 


Mi ^—- 

|us * wan,, ° nnd the boss - 5ince ,hese <100 ' s require ,our 

players to open in online mode, they’re always optional sidetrips. 


Map Data 


START 


VARIATION A 


It is incredibly easy to get lost in 
this variation of Cave 3, and this 
problem is compounded by two 
warps that leave you with no way to 
return and two y-shaped rooms 
with forks going every-which way. 

Fortunately, this map also has the 
easiest direct route-just go east, 
take the northwest fork in the big 
square room, and take the north¬ 
west fork again in the first y-shaped 

room. The only crazy bit along the way is the dark 
room, in which you have to kill all the enemies to make 
the door in the next room open. However, if you aren’t 
high enough level to face the boss yet, feel free to face 
the myriad traps, Pan Arms, and bizarre side roads of 
the rest of this map. Just remember that both warps 
will dump you back near the beginning, forcing you to 
retrace your steps back to the boss room. 















































VARIATION B 


Vms is a great map because you 
flofft have to take any of the 
re:aurs to get items or fight ene- 
- es for EXP - they’re all conve- 
* ently placed along the fastest 
mute to the boss warp! Go west 
Tom the first room (watch out for 
The double-speed third smasher if 
ioj want what’s in the brown 
z'rsts) and take the northwest fork 
h the y-shaped room. Be super- 
::~servative when fighting in the 
3Hg room with four floor switches, 
since vicious Nano Dragons and 
Bull Sharks are among the many 
maves of enemies you’ll have to 
r ght here, and all are deadly in 
such close quarters. Head east 
^-om there and north from the sec- 
:nd y-shaped room. 


VARIATION C 


The only reason to take any of the 
detours in this map would be for EXP, 
out there are so few enemies on the 
way that you wouldn’t get much. Go 
to the west, and take the northwest 
fork in the first y-shaped room. From 
:nere, go straight north. It’s a pretty 
direct trip, but beware the smashers 
guarding each door in the little round 
room-They often come as a surprise 
since you can’t see them from the 
outside. The northeasternmost 
room has lots of traps and LOTS of 
enemies, including a Pan Arms. Once 
you clear that area go west and then 
north to the boss warp. 
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Normal Mode Items 


^Tools 

^Techniques 

k 

Monomate 

« 

Foie L 2-4I 

w 

Dimate 

to 

BARTA L2-4I 

k 


EIZONDE L2-4 



Monofluid 

Hi G1 FOIE L-2 



Difluid 

SIGibarta L-2 




SGlZONDE L-2 




Bl Rafoie l 1 


❖ 

Antidote 

El Rabarta l-i 


❖ 

Antiparalysis 

El Razonde l-i 


❖ 

Sol Atomizer 

SI 


❖ 

MoonAtomizer 

HI 


❖ 

Star Atomizer 

RESTA L2-4 


❖ 

Telepipe 

PI Anti li-2 


❖ 

Trap Vision 

HI 



Monogrinder 

BIShifta 12 


❖ 

Digrinder 

SIDeband 12 


❖ 

Trigrinder 

SIlELLEN L2 


❖ 

MaterialCmisc.) 1 

BIZalure L 2 


❖ 

Scape Doll 

SSRyuker 



* 0 Arms 

- ’-m - 

Guards 

Ls<! brand 

If 

PSY ARMOR 

l* SWORD 

k 

GIGA FRAME 

.ri KNIFE 

k 

SOUL FRAME 

BIPARTISAN 


CROSS ARMOR 

. kl _J 

k 

SOLID FRAME 1 

\A STICK 

10 

CORE SHIELD 

\A ROD 

|0 

GIGA SHIELD 

W WAND 

|0 

soul Barrier 


10 

HARD SHIELD 

-’ll AUTOGUN 

Trifle 

10 

BRAVE BARRIER 

Average level of 

Armor “Units" in this area: 

i -"llMECHGUN 
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— , Item Data 


Hard Mode Items 


^Techniques 


Hi Foie 

l8-io 

HI Resta 

l8-io 

Hi Barta 

L8-10 

IHI Anti 

L2-4 

IH! Zonde 

L8-10 

IB 

IHIGifoie 

L 5-7 

HIShifta 

LS-7 

HI Gi barta 

LS-7 

IHI Deband 

L5-7. 

IHIGizonde 

k5 Z 

BIIellen 

LS-7 

IHI Rafoie 

L5-6 

Hi Zalure 

LS-7 

iHi Rabarta 

L5-6 

IHI Ryuker 


HI Razonde 

lj-6 



IHI Grants 

L4-S 



IH 




Very Hard Mode Items 


► Techniques 


HI Foie 

L9-14I IB - 

I 

IHI Barta 

L9-14J IHIShifta 

18-14 

HI Zonde 

L 9 - 14 I HI Deband 

L 8-14 

IHIGifoie 

L8-14 BIIellen 

L 8-14 

SIGibarta 

18-14 j IH! Zalure 

L 8-14 

HIGizonde 

L8-14 HI 

I 


H Rafoie 

L5-11I 

H Rabarta 

L5-U| 

H Razonde 

L5-ll| 

H Grants 

L5-11I 

IH Megid 

L5-ll| 

IHI Resta 

L9-14I 

BIAnti 

L3-6I 


0 Arms 

< 

Guards 

GLADIUS 


iH HYPER FRAME 

S'! CLAYMORE 


^Igrand armor 

j^Iedge 


♦ 1 SHOCK FRAME 

Lk GLAIVE 


^1 king’s frame 

* CUTTER 


^1 DRAGON frame 1 

->CLUB 


el FLAME BARRIER 

PILLAR 


el PLASMA BARRIER 

A BATON 


0l FREEZE BARRIER 



0l PSYCHIC BARRIER 

-1 RAYGUN 


el GENERAL SHIELD 

-1 BEAM 


Average level of 

GATLING 


Armor “Units” in this area: 

-1 CANNON 




0 Arms 

.^DB’S SABER 

J^CALIBUR 

BLADE DANCE 

GUNGNIR 

IjHdiska 1 

A CLL S DF LACONIUM 1 

STRIKER 

SCEPTER 

-1 VARISTA 

-1 LASER 

-i m&a6o VISE 

-1 ARMS 

!----— 


O Guards 


DRAGON FRAME 


ABSORB ARMOR 


PROTECT FRAME 

* 

GENERAL ARMOR 1 


PERFECT FRAME 

0 

General shield 

0 

PROTECT BARRIER 

0 

GLORIOUS SHIELD 

0 

IMPERIAL BARRIER 

0 

GUARDIAN SHIELD 1 

Average level of 

Armor “Units” in this area: 

|(*)| ★★★★★*★ 


Ultimate Mode Items 


^Techniques 


IHfFoii Li«-29 

IBI 

PI Barta 121-30 

IHIShifta L18-26 

IHI Zonde L18-29 

H Deband L18-26 

IHIGifoie li 8*26 

H Iellen L18-26 

BGlBARTA L18-26 

H Zalure L18-26 

IHIGizonde L18-26 

H Ryuker 

IHI Rafoie L18-24 

1 

1 

IH Rabarta ^-30 

HTRazonde L18-24 

IH! Grants L18-24 

IHI Megid L18-24 

IH! Resta L18-30 

PI Anti l 4’7 


IS Arms 

y'lDB’S SABER 

|j^l CALI BUR 

A BLADE DANCE 

^GUNGNIR 

Mdiska 

^IClubcfiaenlm 

^striker 

k^SCEPTER 

Nl VARISTA 

Nl Laser 

NIm&a6ovise 

NIarms 


Ck Guards 

l#l dragon frame 

^absorb armor 

\^\ PROTECT FRAME 

>1 PROTECT FRAME 

#1 PERFECT FRAME I 

lelGENERAL Shield 

! el PROTECT BARRIER 

lelGLORIOUS SHIELD 

iellMPERIAL BARRIER j 

1 e 1 GUADIAN SHIELD 

Average level of 

Armor “Units” in this area: 

| = | ★★★★★★★ 




















































































































































































































































































































































































































Strategy Data 





There are weird yellow traps every¬ 
where in the maps, and you could end up 
inflicted with one of a number of condi¬ 
tions if you spring one. Humans and 
Newmans can get Poisoned, and any 
species can catch Confusion or Slow 
Motion. 

The nice thing about the latter two 
conditions is that they go away by them¬ 
selves in a few seconds. But the traps 
are usually set on the battle field, and 
they can get you killed in that time peri¬ 
od. A Slow Motioned character runs and 
attacks at half speed, while a Confused 
character has no control of his or her 
directional movement (you don’t attack 
friends, though... Only enemies do that). 
You can get both of these conditions 
from enemies, too... The punch of a 
Gillchic carries slow motion, and Sinow 
Beats can cause Confusion. 


Just because you see a Terminal 
doesn’t mean it unlocks anything. 
Whenever you see multiple terminals 
of the same color, use a Trap Vision. 
The decoys here (on the left and 
right) do nothing but trick you into 
walking into traps. 


Motion 


if you’re an Android, you have one 
more condition to worry about. A 
“Short” is a type of paralysis that affects 
only machines (it also goes away by 
itself). The good news is that lightning- 
type abilities and techniques can make 
enemies Short out too. And when they 
Short, they lose the ability to move alto¬ 
gether. 


Dark rooms are more dangerous 
here, and the switches are hidden 
better. They may be in alcoves like 
this one (and impossible to see from 
the entrance), but sometimes they’re 
not even in the same room! 





Strategy by Class 


HUNTERS 


Hunters should use a 
Sword or Partisan in 
the Mines, since only 
the wide sweep of those 
weapons can keep the 
hordes of enemies in this 
area at bay. HUmarsand 
HUnewearls will want 
Zonde on their Action Bar, so 
they can bring down high-flying Canadines. 
HUcasts will have a tough time without that 
capability, and if they’re going solo, they may 
.vant to consider using guns instead of more 
Traditional Hunter weapons. 


RANGERS 


Rifles are great here, 
since Gill-chics are 
among the enemies 
that can be destroyed 
before they even notice you. 
If they do begin to attack, 
make sure to vary your tar¬ 
gets and hit them all in turn, 
so they can’t use their own 
guns. Use hit-and-cower-in-a-corridor tac¬ 
tics against Sinow Beats (you can hit 
them while they’re on ceiling), since you 
don’t stand a good chance in melee combat. 
Rangers are the one class that can always get to 
and kill the Cananes, and in multi-player, you 
chr»i ilH rnnsiHpr it vour dutv to do SO. 


FORCES 


The Mines enemies pack 
a punch, so Forces need to 
hang back and stay out of 
the battle whenever possi¬ 
ble. Razonde is a great way 
to get in your hits and run 
away, but that’s a rare find. 

If you don’t have it, you’ll 
have to make do with Zonde and 
Gizonde. The only other spells that 
are useful are Foie and Rafoie, for Sinow 
olds. Note that Zonde spells pack an extra punch 
gainst machines, especially at high levels, 
horting out enemies will freeze them in place until 

















































































Enemy Data 


Gillchic 

| Resistances 

g* 80 

• - ElC 80 

f i , \/tt ETH 0 

ELC 0 
EDK 25 

. ESP 5 

hp Normal Hard V.Hard UltimaU 

ow/ne 130 467 813 1997 

° nline 176 II 609 11 1076 1 |2996 

xp Normal Hard V.Hard UltimaU 

18 61 116 312 


Gillchics 


Canadine 



Ranged weapons are best versus 
Gillchics. Not only do they keep you 
out of range of your foes’ Slow Motion 
inflicting double punches, they give 
you the opportunity to hit the fallen 
Gillchics while they’re down. Any hit 
will knock a Gillchic to the floor, but if 
you continue with the three-hit combo, 
the next two hits will also do damage 
(if it’s not part of the combo that 
knocked them down, you won’t be 
able to target them at all). Guns also 
give you the opportunity to wipe out 
the whole pack from a distance, before 
they can lumber towards you or even 
register your existence. The only 
threat is that they’re capable of firing 
back... If a Gillchic stops moving, it 
means it’s preparing to fire, so you’d 
better be ready to hit it first. 


Sinows 


i ) 


j Resistances 

Efr 

100 

Eic 

0 

Eth 

Elc 

0 

60 

Edk 

20 

ESP 

0 


A I 


hp Normal Hard V.Hard Ultimate 

Offline 140 477 825 1681 

Online 188 622 1091 2522 1 

xp Normal Hard V.Hard Ultimate 

Either 16 58 112 304 


[ Resistances 

Efr 

0 

Eic 

0 

Eth 

70 

Elc 

60 

Edk 

w 

01 

ESP 

10 


Offline 200 540 900 1681 

Online 260 699 1185 2522 

xp Normal Hard V.Hard Ultimate 

Either 17 60 114 304 


Canadines 


Canadines appear both indi¬ 
vidually and in rings led by a 
red Canane. When you see a 
Canane, try to infiltrate the 
ring and blow it away (guns 
and Foie techniques are best). 
Then get out of there, ‘cause 
the Canane’s death will make 
all the Canadines spiral out of 
control, and they’ll all rush you 
so you’ll be caught in the blast 
when they detonate in a few 
seconds. 

Individually, zippy 
Canadines are annoying, but 
easily evaded. Their red track¬ 
ing beams give you plenty of 
time to step out of the way 
before they fire their lightning 
blasts, and their close range 
electic bursts don’t do much 
damage. But Androids need to 
watch out, since either attack 
can cause the Short condition. 

If they stay in the air and 
won’t come down, you'll need 
to use a gun or Zonde to bring 
'em down to Hunter range. 




Sinow Beat 



Rcsistar 



Efr 

Eic si 


V 

• 

eth <1 
elc !e| 


i 

i 

BB(>| 



ESP ; | 

HP 

Normal Hard 

V.Hard Ulbr 

Offline 

220 561 

1100 22 

Online 

284 724 

1600 32 

XP 

Normal Hard 

V.Hard Ultr 

Either 

20 64 

120 32 


«3r.*W 



k 

V 

HP 

Normal 

Hard 

Offline 

180 

519 

Online 

236 

l_673 

XP 

Normal 

Hard 

Either 

20 

64 


Sinow Gold 

Resists 

^ Efr 
T Eic 

i ii ETH 

ELC 

Et)K 3 | 
ESP 




Sinow Beats are the most dangerous enemies in the first level of the Mines. Their rapid-fire punches can cause Confusion if they don’t kill you outright, so it’s 
imperative you not let them get close enough to use it. That’s trickier than it sounds, since long-range attacks are ineffective (they’ll retaliate with a leaping slash 
and cross the distance between you in no time). Your best bets are 
powerful spells (Zonde is fine versus Sinow Beats, but only Foie is effec¬ 
tive against both) and large close-range weapons like Swords and 
Partisans. Rangers will want to hide behind the Hunters or rely on 
cheesy hit-and-hide tactics (they can even shoot Sinows while they’re 
hanging on the ceiling). But be forewarned: Occasionally a Sinow will 
follow you out into the corridor. 

In addition to their different Resistances, the 
Beats and Golds have different attacks. Sinow 
Beats can do a Shadow Attack where they 
make many fake duplicates (shoot the real one 
to make them disappear), and Golds can cast 
high-level Resta techniques to heal themselves 
and every other enemy in the room. 




Sinow Beat’s Shadow Attack 


Sinow Gold’s high-level Resta 






































the detours in the Mine varations, unlike many of the Cave variations, are at least 
Erewhat rewarding, but not in this one! Go straight west from the starting teleport until 
to. iet to the three-way room after the dark room. The enemies there will keep coming 
ie door has opened, so stick around if you want a little more EXP. The room after that 
ts~ -eading west) has three Sinows, so keep a wary eye on the ceiling as you cross. The 
U-* detour worth taking is the Warp B one, if you don’t mind a little backtracking. 


TO MINE 2 


5TART 


TO MINE 2 


5 - ce there’s a lot of good stuff to be found in this area, it’s certainly worth checking 
the four brown chests protected by the double barriers in the center of the west 
* "c. It involves a little extra work, but the hot weapons and armor are excellent 
®: -sensation. But beware the room just to the west, with a brown chest in each cor¬ 
ner Two of the chests are decoys that contain a trio of Gillchics each. 


























































Episode 1 


START 


TO MINE 2 


VARIATION 


■ This version of Mine 1 gets really funky with the terminals and floor switches. 
* And you know what that means! Traps! There are traps and false terminals 
everywhere (the fake ones aren't shown on the map), so pack a full complement of Trap Visions if 
you’re not an Android. This can also make backtracking to warps and treasure rooms a pain, since 
the real switches and terminals are invariably as far away as possible from the door or barrier they 
are connected to. There isn't so much loot in this, so you may want to just blaze through and only 
take the simplest detours. 


START 


Map Data (cont.) 


VARIATION C 


Contrary to past experience, nearly every detour in this Mine 
variation is worth taking, especially since none of them are 
more than a minute or two off the main path. You’ll need to watch out 
in the smaller rooms that contain enemies though, especially the cen¬ 
tral room connecting the two wings. With three Sinows and Gillchics 
that come from all directions to surround and slaughter you, the 
best thing to do is get a gun and snipe at them from the doorway. 




































































VARIATION F 


Getting the five brown chests south of the divided room 
requires extensive backtracking, but there are some nifty 
rtems there, and you can nab the treasure in the middle of the divided room while 
.ou're at it. In fact, this whole variation is really just a treasure quest - there are 
. ests full of goodies in nearly e'J'ery room. The only place you need to be con¬ 
servative about your pillaging in is in the long room connecting the east and west 
ngs- About half of the 12 chests are decoys that contain enemies. Open them 
one at a time since you only need to kill one boxful of Gillchics for the door to 
open. 


START 


VARIATION E 


Map Data (corn.) 


This map variation has very few enemies - rarely more than 
one wave per room. However, the central room connecting 
■re north and south wings has at least 3 Sinows and several waves of other ene- 
-ies that can be deadly in such close quarters. If you’re up for a short side trip 
you can run around the divided room and hit all of the floor switches (one of each 
:air is always trapped) to open the treasure room west of the Mine 2 warp... It’s 
-ot so much out of your way, and you can pick up a Star Atomizer and some nice 
armor. 

















































Normal Mode Items 


{^ Tools 

{^Techniques 

k 

Monomate 

sr 

Foie l^-s 


l> r 

Dimate 

a 

Barta l^?-s 


k’ 

1 

ffiiZONDE LVS 



Monofluid 

RIGifoie L- 2-3 



Difluid 

BIGibarta L- 2 -^ 



1 

BIGizonde L-2-3 



r i-1 

Bl Rafoie L-l -2 


❖ 

Antidote 

B Rabarta L-1-2 


❖ 

Antiparalysis 

Bl RaZONDE l- 1-2 


❖ 

Sol Atomizer 

Bl 


❖ 

MoonAtomizer 1 

HI 


❖ 

Star Atomizer 1 

Pll Resta 1-3-5 


❖ 

Telepipe 

BIAnti l1 2 


❖ 

Trap Vision 

BIReverser 


❖ 

Monogrinder 1 

BIShifta l2 ‘3 


❖ 

Digrinder 

Bl Deband L2-3 


❖ 

Trigrinder 

Bl lELLEN L 2 -^ 


❖ 

Material(misc.) 1 

BIZalure L 2-3 


❖ 

Scape Doll 

Bl Ryuker 



J 1 — I 


CS Arms 


g\ BUSTER 


,YHGIGUSH 


}f\ KNIFE 


PARTISAN 


^MACE 


A POLE 


A WAND 


'"’i. i nr kg UN 


Nsniper 


Nmechgun 


{gfr Guards 


GIGA FRAME 


SOUL FRAME 


CROSS ARMOR 


SOLID FRAME 


BRAVE ARMOR 


GIGA SHIELD 


soul Barrier 


HARD SHIELD 


BRAVE BARRIER 


31 SOLID SHIELD 


Average level of 
Armor “Units" in this area: 


\ Item Data 


Hard Mode Items 


{^Techniques 


HI Foie 

L9-10 

Hi Resta 

LQ -10 

H! Barta 

L9-10 

HI Anti 

L 2-4 

HIZonde 

L9-10 

1111 Reverser 

DIGifoie 

l6-8 

HIShIFTA 

l6-8 

BIGibarta 

l6-8 

Hi Deband 

l6-8 

BIGizonde 

l6-8 

IHIIellen 

l6-8 

HI Rafoie 

L 5'7 

HI Zalure 

l6-8 

Hi Rabarta 

1 - 5-7 

H 

HI Razonde 

L5-7 



HI 



HIMegid 

L4-6 




Very Hard Mode Items 


{^Techniques 


HTFoie 

H 


HI Barta 

L9-14I HIShifta 

L 8 - 14 " 

H ZONDE .. 

L9-14I HI Deband 

L8-14 

IHIGifoie 

L8-141 HIIellen 

L8-14 

HI Gl BARTA 

L«-i4; HI Zalure 

L8-14 

BIGizonde 

L 8 - 14 I Hi 



HI Rafoie 

l6-ii| 

HI Rabarta 

l6-u| 

HI Razonde 

L6-nj 

HI Grants 

L 5 -ll| 

HIMegid 

L 5 -u| 

HI Resta 

L9-14I 

IHI Anti 

■• 3-61 



Ultimate Mode Items 


{5& Techniques 

iW Foie L19-29I BL 
IB! Barta 


HI Zonde 

L 21 - 30 ! WIDEBAND 

L19-28I 

IHIGifoie 

L19-281 HIIellen 

L 19 - 28 | 

BIGibarta L19-28I BIZalure 

L19-28 

HI Gizonde 

L 19 - 2 S HI Ryuker 

1 


Hi Rafoie 

L 21 - 30 | 

HI Rabarta L19-26] 

HI Razonde 

L19-26I 

HI Grants 

L 19 - 26 I 

HI Megid 

L 19 - 26 I 

HI Resta 

L19-30] 

HI Anti 

1-4-7I 


0Arms 

Mgladius 

lv'1 CLAYMORE 

U^l EDGE 

Ly'Iberdys 

Ly'Isawcer 1 

^CLUB 

-^striker 

A scepter 1 


hil raygun 

hil BEAM 

hll GATLING 

hil launcher 


Arms 


yjPB’S SABER 


ylCALIBUR 


BLADE DANCE 


^lGUNGNIR 


XlDISKA 


U>1CLUB0FLAC0N1UM~ 

1^>| striker" 

U*1 SCEPTER ~ 


VARISTA 

VISK-2^SW 

m&a6o vise 

CRUSH BULLET 


Guards 

IfjGRAND ARMOR 

iflSHOCK FRAME 

^KING’S FRAME 

I^Idragon FRAME 


!^1 absorb Armor 


|0lPLASMA BARRIER 


H 


[a 


1 


FREEZE BARRIER 


PSYCHIC BARRIER 


GENERAL SHIELD 


01 PROTECT BARRIER 


Average level of 
Armor “Units” in this area: 


|gi !★★★★★ 


{P Arms 

j^Idb’s saber 

jHcaubur 

^blade dance 

j^Igungnir 

>yHdiska 

^IClubcfiainlm 

^striker 

A scepter 

NIvarista 

NIvisk-2^sw 

Nm&a6o vise 

NCRUSH BULLET 


{P Guards 

^1 ABSORB ARMOR 

#“1 PROTECT FRAME 

#1 GENERAL ARMOR ! 

#1 PERFECT FRAME 

VALIANT FRAME 1 

|0|PROTECT BARRIER 

|0|GLORIOUS SHIELD 

|0| IMPERIAL BARRIER 1 

I0IGUARDIAN SHIELD I 

|0|DIVINITY BARRIER 1 

Average level of 

Armor “Units” in this area: 

1(E]| ★★★★★★★ 


m 

* Guards 

it 

ABSORB ARMOR 

it 

PROTECT FRAME 

it 

GENERAL ARMOR I 

it 

PERFECT FRAME 

it 

VALIANT FRAME 

ie 

PROTECT BARRIER 

h 

GLORIOUS SHIELD 

fe 

IMPERIAL BARRIER 1 

l<3 

GUADIAN SHIELD 

|0 

DIVINITY BARRIER 

Average level of 

Armor “Units” in this area: 
















































































































































































































































































































































































































Enemy Data 


Dubchic 

1 


Resistances 1 


Efr 

80 

\ £■- 

ElC 

80 

* 1 

ETH 

0 


Elc 

0 

1 f 

Edk 

0 

k A 

ESP 

5 

Normal Hard 

V.Hard Ultimate 

150 488 

838 2074 

200 635 

1107 3111 

* Normal Hard 

V.Hard Ultimate 

' ' 3 !( 11~ 

II 22 II 50 

Dubwitch 


I Resistances 1 


Efr 

0 

T. 

Etc 

1 0 


Eth 

|o~ 

— 1 Elc 

1 0 - 

y ■ B] 

35 


ESP 

|(T 

Normal Hard 

V.Hard Ultimate 

300 615 

975 2413 

380 790 

1279 3594 

Normal Hard 

V.Hard Ultimate 

\arnm Q 1| Q~ 

i 0 

Hi 






Dubchics 


Garanz 


Dubchics are basically just Gillchics with a stronger will to live. 
Smash them to pieces, and they just reform, possibly minus an 
arm or two. If you stick with it, they’ll actually die for good after 
their forth or fifth dismemberment. But the better strategy is to 
simply destroy the Dubwitch, the brown orb with the yellow spikes 
that controls the Dubchics. Take it out, and they all go boom. 

The Dubwitch likes to hide in the ceiling, which takes it out of 
reach of everything but guns (yep, you can hit it on the ceiling, 
even though you won’t see the targeting cursor). Hunters and 
Forces will probably have to lure the Dubchics away and wait for 
their opportunity. 


Garanzes are possibly the most feared enemies in all of Ragol. While they’re mercifully rare, they could spell the end 
of even a high-level character’s quest if you’re not prepared. 

The Garanz has only one attack... It shoots pairs of heat-seeking missiles that follow you around the room. Rangers 
can actually deal with them if they stand far away from the Garanz (but within gun range, of course) and just keep fir¬ 
ing, since the missiles will always end up dipping into gun range if you’re far enough away. A technique-capable char- 
acter'can destroy them with a 
rea^y well-timed Razonde, but 
most characters will want to just 
get a healing item or technique on 
their action bar and rush the 
Garanz. If you break off its armor, 
it will just start firing more mis¬ 
siles, so hit-and-away tactics will 
probably backfire. By attacking 
the Garanz with reckless aban¬ 
don, a well-coordinated party can 
easily take down a Garanz before 
things spiral too far out of control. 


Boss Data 


There are three elements to Vol Opt’s first form. The weird little creature in 
—r monitors, the electric totems that pop out of the floor, and the amplifier on 
trie ceiling. The key to victory is hitting the right one at the right time. 

Rangers and Forces can hit the amplifier on the ceiling, and should try to 
oock it down at the beginning of each cycle. This will cause the totems to stay 
out longer, giving you more time to kill them. The totems pop out and attack 
r .^ry few seconds, and you should quickly find and concentrate your attacks 
:n the one that’s glowing red (# 1 ). Their first attack is unavoidable, but if you 
can quickly hit the red totem, you can prevent a second 
attack. When the totems go back into the floor, return 
| your attention to the face in the monitors (# 2 ). This is the 
easiest way to damage the boss, but to get your full 
quota of damage in, you’ll need to kill some or all of the 
totems as well, (continued on next page.) 
































































Episode 1 






Boss Data (cont.) 


Vol Opt 2 


Resistances 

EFR 

ElC 

50 

35 

Eth 

15 

Elc 

30 

Edk 

ESP 

100 

100 


HP 

Normal 

Hard 

V.Hard 

Ultimate 

Offline 

4300 

6000 

8500 

16000 

Online 

7400! 

13000 26000 27000 

XP 

Normal 

Hard 

V.Hard | 

U/f/mafe 


Either 1100 3000 7700 16300 


The strategy for Vol Opt’s second form is the same 
for any character. Dodge, and attack with your 
strongest weapon or best technique whenever you can 
(again, Foie is good, as is Gizonde anfi Razonde if you 
have lots of Fluids). If you’ve mastered the timing of 
dodging De Rol Le’s tentacle (two 3 -hit combos, then 
start running), and are adept at running in a circle, 
you’ll do great against Vol Opt. Its three attacks have 
the same basic timing, and all of them can be avoided 
if you start running around the loop before it begins 
the attack. The one exception is when it starts absorb¬ 
ing energy from the rear unit (# 3 ). That just means it’s 
healing itself, and you should keep attacking to com¬ 
pensate. 

Its pillar attack is telegraphed by the red tracking 
beams, and if you’re anywhere near it when you see 
those, you’d better get ready to run (# 4 ). If you mess 
up and get hit by one pillar, you’ll get hit by all of them, 
so you’ll need to use the tiny pause 
between them to heal yourself with 
an item (Resta is too slow) or you’re 
dead. The missiles Vol Opt fires can 
be outrun, but get an early start as 
soon as it opens the hatch. Oddly, 
the missiles won’t hit anyone except 
the person they were launched at, so 
everyone else can keep on hacking. 

Its final attack is to fire a small ener¬ 
gy orb that encases anyone it hits in 
stone (# 5 ). It’s very easy to dodge, 
but if it catches you you’ll be para¬ 
lyzed. Yell for help, and if your party 
members are good folk, they’ll hack 
away at the stone before Vol Opt can 
fry you with a row of lasers. 


Vol Opt I 


| Resistances 1 

EFR 

ElC 

30 

30 

Eth 

Elc 

15 

30 

Edk 

ESP 

100 

100 


hp Normal Hard V.Hard Ultimate 
Offline 2400 3500 5500 12000 1 
Online 3500 5500 12000 18000 
xp Normal Hard V.Hard Ultimate 

Ml M 11 0 ll 0 


HUNTERS 

Unless they have 
unusually strong tech¬ 
niques, Hunters have no 
way to deal with the 
amplifier on the ceiling. 

But that’s fine, since their 
main duty is to concen¬ 
trate on doing a ton of 
damage to the thing in the 
monitors and the electric totems. A 
Hunter can end this phase very quickly if he or 
she can get into a rhythm. Quick Saber and 
Dagger weapons work best. 


IRANGERSI 


In Online Mode, the 
best way for 
Rangers to pitch in 
is to take down the 
amplifier on the ceiling 
whenever it reappears. 
Instead of rushing after 
the thing in the monitor, 
try to stay in one central 
location so you’ll have a good view 
of the amplifier and the red totem. You 
can always hit the monitors from a distance. 


Even though Vol Opt’s 
main weakness is 
Lightning, we’ve found 
the best technique to be 
good old Foie. It can hit 
the amplifier on the ceil¬ 
ing, its manual targeting 
is more reliable than 
Zonde, and its rapid-fire speec 
will allow you to make short 
monitors. Best of all, it’s cheap... 
And you’ll need to conserve lots of TP for Resta 
and Shifta. 


























































MOTION A 


Ik _ can get all the treasure you really need from this variation in the rooms along the way to the boss warp, so unless you 
•- e desperate for a healing rig or something, you should probably just skip the side trips. If you hit the room with the blue 
£ -d red barriers, beware the traps that surround the fake terminals, and note that deactivating the real one will also open the 
ioor back to the S-shaped room. 

- both the first room of the west wing and the dark room north of it, you'll have to fight several waves of enemies includ¬ 
ing Sinows and Garanzes. Be prepared with some long-range weaponry or techniques so you don’t have to rush into the 
- ddle of things and get yourself killed. 


Earrier madness strikes Mine 2, as most of the detours try to outdo each other with false terminals, trapped terminals, barri¬ 
er mazes, and other crazy configurations. Experiment with them if you like, but the best thing to do is head east from the 
'x>m after the Mine 1 warp, then south until you can go south no more, and finally roughly west all the way to the boss warp. 
In the central room (connecting the west and east wings), the enemies will keep coming even after the door is unlocked, so 
keep right on moving if you don’t want to deal with them, The maddening room after that starts off with a full complement of 
Eillchics, Canadines, and Sinows... In the dark. Stay VERY close to the doorway until a break in the waves comes, and then 
I'oss your fingers and dash for the light switch. 


START 


START 




























































































Episode 1 


VARIATION C 


Every single detour in this map is guardecl 
by enemies, so unless you’re hurting for EXP, just pass them by .1 
The S-shaped room has traps and a surprise pair of Sinows a: I 
the end-There’s no doorway nearby to hide in, but you can safe -1 
ly snipe them to death from the center strip if you have a gun.l 
In the dark room not long after that you’ll face another surprise I 
in the second wave: A Garanz just waiting to take you down. If I 
you haven’t hit the light switch by then, hug the door and try tol 
lure it close enough to pick it off with a gun or Zonde. 





1— 


Ml 

!_ 








!_ 


y 


VARIATION 


_UHH When Sinows and Garanzes go on vacation, they go to this 

version of Mine 2. They appear in roughly half the rooms, often two or more at 
a time, and the only safe way to kill them is snipe, snipe, snipe. Sinows are oblig¬ 
ing in that fashion, but the Garanzes are more sedentary and you may just have 
to run up and hit them before dashing away to avoid the missiles. The Sinows 
and Garanzes pair up in the first long room, and again in the two rooms right 
before the boss warp. There will be one or the other in the room just west of the 
Mine 1 warp, and a sole Garanz in the S-shaped room as well. Bring your best 
weapon and a full complement of recovery fluids if you get this map. 
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VARIATION E 


This is a nice linear map, so you shouldn’t feel bad about step¬ 
ping off it every once in a while for some extra treasure. Nearly every room has at 
least one mini-room annexed to it, and it’s the work of a moment to run in and 
smash the chests. The only one you shouldn’t bother with is the detour north of 
the first rectangular room, as it’s full of traps and Sinows-Two big obstacles in the 
way of very little gain. In the large room right before the boss warp, there is the 
usual pair of Garanzes, accompanied by a Sinow for extra fun in this map variant. 



VARIATION F 


There are no free rides in this map - every single room along the 
way requires you to kilt a wave or two of enemies, often for fairly measly rewards. 
Unfortunately, the detour rewards are pretty slim, too; although worth picking up 
since they’re pretty much on the way. This map is completely straightforward; the 
only slightly "tricky" room is the one with two different colored barriers, and only 
one terminal. Just deactivate the terminal, and hey, presto! There’s your route to 
the Boss Warp. 

































































Normal Mode Items 


^Tools 

^Techniques 


Monomate 

Hi Foie 

lzi -6 



Dimate 

BI Barta 

la- 6 " 


> 

Trimate 

BIZonde 

lzi -6 



Monofluid 

BIGifoie 

L2-3 



Difluid 

BIGi BARTA 

L2-"3 



Trifluid 

BIGizonde 

L 2 -^ 




B! Rafoie 

L2-3 


❖ 

Antidote 

Bi Rabarta 

L2-3 


❖ 

Antiparalysis 

B! Razonde 

L2-3 


❖ 

Sol Atomizer 

BI Grants 

LI 


❖ 

MoonAtomizer 

BIMegid 

LI 


❖ 

Star Atomizer 

BI Resta 

L 4-6 


❖ 

Telepipe 

BIAnti 

L2 


❖ 

Trap Vision 

EL 


❖ 

Monogrinder 

BI Shifta 

L2-3 


❖ 

Digrinder 

Bi Deband 

L2-3 


❖ 

Trigrinder 

BIIellen 

L2-"3 


❖ 

Material(misc.) 

BI Zalure 

L 2 -A 


❖ 

Scape Doll 

SI Ryuker 

S - 



,,- -^1 - 


Unarms 

«3 

► Guards 


!✓! BUSTER 

:♦ 

SOUL FRAME 

1 

Ly'Igigush 

If 

CROSS ARMOR 

Lrl KNIFE 

If 

SOLID FRAME 

UY^I PARTISAN 

Nf 

BRAVE ARMOR 

Ly^Islicer 

I* 

HYPERFRAME 

Wmace 

0 

soul Barrier 

I^POLE 

0 

HARD SHIELD 

PIWAND 

0 

BRAVE BARRIER 

Nlockgun 

0 

SOLID SHIELD 

Nsniper 

0 

FLAME BARRIER 

Average level of 

Armor “Units” in this area: 

1 

Nmechgun 

Nshot 

!§!★★★ 



Item Data 


Hard Mode Items 


Very Hard Mode Items 


^Techniques 


m Foie 


Hi Barta 19-15 iH Shifta 18-15 


BIZonde >- 9-15 gj Deband L 8-15 
HMellen L 8-15 

IB Zalure 

HI 


19-15 Hl_ 


BIGifoie 

L 8-15 

B! Gl BARTA 

L8-15 

BIGizonde 

L 8-15 

BI Rafoie 

L6-12 

HI Rabarta 

l 6-12 

H! Razonde 

L6-12 

BI Grants 

L6-12 

BIMegid 

Lb-12 

HI Resta 

1 . 9-15 

HAnti . 

l-3'6 


IWl GI BARTA L20~29 

IBIGizonde L 21-30 


IBl Rafoie 

L20-29 

Hi Rabarta *-20-291 

IBi Razonde L20-29I 

HI Grants 

L20-28| 

IHIMegid 

L20-28; 

Hi Resta . 

L20-30] 

Hi Anti 

1 - 4-71 


Arms 


^Techniques 


Hi Foie 

Lio -12 

H Resta 

Lio- 12 ! 


HI Barta 

Lio -12 

HAnti 

43i4] 


HI Zonde 

Lio -12 

Hi 

1 


HIGifoie 

L7’Q 

HI Shifta 

L 7 - 9 J 


H! Gl BARTA 

L7-Q 

Hi Deband 

L7-9 


HGizonde 

.L7'9. 

HI Iellen 

L7-Q i 


HI Rafoie 

L 6-7 

H Zalure 

L7-9J 


Hi Rabarta 

L 6-7 

H Ryuker 

J 


HI Razonde 

l6-7 




HI Grants 

L4-7 




BIMegid 

L4*7 




Ultimate Mode Items 


^Techniques 

PIIFqie L20-291 IB1 Reverser" 

HI Barta L 20 : ~ 29 i iBl Shifta 12^30 

BIZonde L 20 - 29 I B1 Deband L 20-30 

PllGlFOIE L21-3Q [Hi J ELLEN L 20-30 


IBl Zalure L 20-30 

IBl ~] 


MGLADIUS 


Ly*! claymore 


Lv^l EDGE 


^'BERDYS 


Msawcer 


i^lCLUB 


^STRIKER 


\A SCEPTER 


RAYGUN 


BEAM 

GATLING 


LAUNCHER 


Guards 

j SHOCK FRAME 

‘frl KING’S FRAME 

1H DRAGON FRAME 

^ABSORB ARMOR 

#1 PROTECT FRAME 


19 

FREEZE BARRIER 

19 

PSYCHIC BARRIER 

19 

GENERAL SHIELD 

l<? 

PROTECT BARRIER 

[a 

GLORIOUS SHIELD 


Average level of 
Armor “Units” in this area: 


|e ★★★★★ 


CPArms 

jHdb’s SABER 

jHCALIBUR 

*^1 BLADE DANCE 

jHgungnir 

j<Idiska 

CLUB OF LACONIUM 1 

\^>\ STRIKER 

1^1 SCEPTER 

Nvarista 

NIvISK- 2 ^W 

NIm&a 6 o vise 

Ncrush bullet 


C^Arms 

L^DB’S SABER 

Ly^calibur 

LyH BLADE DANCE 

Mgungnir 

LHdiska 

^>IClubcfiaemm 

1^1 striker 

WSCEPTER 

Nvarista 

NVISK-235W 

NIm&a 6 ovise 

Nl crush bullet 


Guards 


IPROTECT FRAME 

I#^1 GENERAL ARMOR 


PERFECT FRAME 


I #1 VALIANT FRAME 


ifl IMPERIAL ARMOR 


01 GLORIOUS SHIELD 


IMPERIAL BARRIER 


GUADIAN SHIELD 


01 ULTIMATE SHIELD 


Average level of 
Armor “Units” in this area: 


|{rj| •*••*••*■•***** 


Guards 

#1 PROTECT FRAME 

^GENERAL ARMOR 

♦1 PERFECT FRAME 

#iVALIANT FRAME 

#1 IMPERIAL ARMOR 

0IGLORIOUS SHIELD 

0l IMPERIAL BARRIER 

0|GUARDIAN SHIELD 

0| DIVINITY BARRIER 

0l ULTIMATE SHIELD 

Average level of 

Armor “Units” in this area: 

js, 1 ★★★★★★★ 



DIVINITY BARRIER 





































































































































































































































































































































































































ACTIVATE THE MONOLITHS FIRST 

I f .ou’re playing in Online Mode, you can enter the Ruins without activating 
s', monoliths. But if you’re playing in Offline Mode, things aren’t so easy. 

Ike Ruins are sealed, and you’ll need to give each of the monoliths in Forest 2 , 
li .e 2 , and Mine 2 a hearty “Muut Dis Poumn” (or in other words, get near 
■rem and hit the A button). So if you didn’t activate them before, you’ll have to 
bi rack and do so now. 





Poison Spitters 


There are two new types 
1 of traps in the Ruins. One is 
■ the Poison Spitter, an 
j organic lump that spews 
poison all around it. 

They’re not really hidden 
(although they can fre¬ 
quently be found in the middle of a clump 
' of chests), so they’re easily avoided. To kill 
ern, use a long-range weapon, or time your short range attack carefully. Stick 
-=-nd for a second afterward, and you might even get an item for it. 



The Drop Trap is far 
more dangerous. It falls 
from the sky, so neither 
Android sight nor Trap 
Vision can detect them. 

When one hits you, a friend 
has to smash it within 2-3 
seconds or you’ll take damage. So in offline 
mode, yqu’U always get hit unless you can 
jwc’d them. To do this, run in zig-zag patterns in empty rooms, and when you sus- 
pprf a switch is a decoy, lightly tap the edge ofif and run away. 




Every variation of Ruins 1 has a large room that appears on your 
automap as a rectangle with a round wedge cut out of one corner. 
This room has a giant abyss at one end, fed by waterfalls. If you take 
a closer look in this area, you’ll find a hidden room that doesn’t even 
appear on the auto-map. Just walk right through the nearest water¬ 
fall, and you’ll find a small area with a number of treasure chests and, 
in some variations, one of those weird Ruins-style terminals. 


The Hidden Waterfall Room 


Enemy Data 


Claws & Bulclaws 


/ 

V m 


The easiest enemies in the Ruins are the Claws. These low-flying beasts travel in huge packs, but are very weak to Fire techniques 
and regular physical attacks. Their only attack is to stab you with those bony noses, which doesn’t do much damage. Since the only 
real threat is in being overwhelmed by their numbers, everyone should have a way of dealing with multiple enemies handy. For Forces, 
that’s Rafoie (or Gifoie in a pinch); for Rangers it’s a Shot-series weapon, and for Hunters it’s a Sword, Partisan, or Sheer. 

Bulclaws are trickier. These silent beings may appear behind you and latch onto your head, doing moderate damage. They then split 
into four Claws, and a Bulk, shown to the left, which 


will die in a single hit. If you can kill the Bulclaw 
before it can latch onto anyone, it won’t be able to 
split and you’ll get a nice chunk of EXP for relatively 
little work. 



I Resistances 

■*I0l 

Beg 

IETH 100 

■0JL 



HP 

Normal [J 

Hard 

V.Hard Ultimate 

Offline 

150 

488 

[I*838 111 497 

Online 

200 

635 

1107 2246 

XP 

f/orma/y 

Hard 

V.Hard Ultimate 


43 92 264 











































































La Dimenian 


Resistances 


V.Hard Ultimate 
1025112100 


Normal Hard 


Offline 


Online 


1341 3150 


Normal Hard V.Hard Ultimate 


Normal 


Hard V.Hard 


Offline 


2000 


Online 


3000 


Normal Hard V.Hard 


Ultimate 


Either 


Normal 


V.Hard Ultimate 
1025 1731 


formal Hard V.Hard 1BBB 
500 803 "1275 ll280"0~ 


Offline 


Offline 


1341 2597 


Online 


Online 


620 1083 1654 3990 


Normal Hard 


V.Hard HM8B 1 


Normal Hard [V.Hard Ultimate 


Enemy Data (cont.) 


Dimenians 


Delsaber 




hp Normal Hard V.Hard Ultimate 

Offline 400 750 1150 2300 

Online 500 955 1498 3450 


xp Normal Hard V.Hard Ultimate 

Either 25 72 130 340 


Dark Belra 

j Resis t ances 

Efr 90 

* \ _ 

% Fir. 50 


Chaos Sorcerer 


tznner 28 79 i 136 ^ miner . 3 p yp 1 33 ft 


Dark Belra 


Giant, oafish Dark Belras are the toughest enemies in the Ruins, but hardly 
the most dangerous for Rangers and Forces, who can take them out at medium 
range (if you’re too far away, they’ll shoot their claws at you). Hunters may have 
to get up close and spar with them, risking their powerful arm-swipes. 
Fortunately, all the tricks you used against Hilde bears are effective against them 
too, except that the Belras aren’t so good 
at the chasing part. Their main technique 
weaknesses are the Zonde-series and 

Grants, which totally wrecks them. BsE WSEBIBIB I 

The dangerous thing about Dark Belras 
is that close range causes paralysis and 
their long range claw attack is incredible. 

They’ll hit you from across the room if 
careful. 


The Dimenians 
are the third and 
fiercest evolution of 
the basic Booma/ 

Evil Shark villain, 
their strength and 
endurance are top 
notch, and each is 
basically weak to 
only one technique 
type. 

Hunters and 
Rangers will have to 
handle them the 
way they’ve han¬ 
dled their predeces¬ 
sors, while Forces 
need to be extra 

vigilant about matching the right technique to the right foe. The best tech¬ 
nique in mixed groups here seems to be Rabarta; only the La Dimenians are 
specifically weak to Ice, but all three can be frozen. That will give you time to 
hack ‘em to bits or select the right finishing technique: Foie series for the 
plain Dimenians, and Zonde-series for the So Dimenians. 


Delsabers 


Delsabers aren’t the toughest enemy in the Ruins, but they’re close. As the 
only enemy bright enough to use a shield (or rather, a mutated left arm), their 
evasion is extremely high. In a single player game, you have no choice but to 
attack until you get a shot through, or use long-range hit-and-away tactics. But 
don’t get too far away from them, or they’ll leap in and nail you with their 
sword. In multi-player games, have one player hold their attention while the 
others circle around and stab them in the back. Forces should use Ice spells to 
freeze ‘em in place, or just hit them with Grants and run away. 


Chaos Sorcerers 


The Chaos Sorcerer is three enemies in one: The Sorcerer itself, and its 
crystals Bee L, and Bee R. The Crystals can be destroyed, but your best bet 
is to focus on the Sorcerer itself. Swords and Partisans are fun, since they 
can hit all three, and in the technique department, Rafoie is far and away 
the best (though regular Foie will do in a pinch). 

One crystal will rise when he prepares to 
cast a spell: If the “Bee” glows red, it will 
BMB cast Rafoie (which cannot be dodged), it if 
H § rows white, it will use Gibarta (which you 
can run away from). After using a tech- 
nique or takin § a f ew hits, the Chaos 
Sorcerer will teleport away. Watch the map 
in the corner and rush after it as soon as it 
' reappears. As the most dangerous enemy 
^^B in Ruins 1 , taking it out is your first priority. 














































Hs ns variant pulls no punches - in the second room 
Hbr* tne starting teleporter you’ll face everything from 
rfcr< Eelras to Chaos Sorcerers. And if you decide to take 
A, there will be even more awaiting your return, 

He "g a whole mess of So Dimenians! Note that near 
He end of the trek you will have to make a detour to 
Het:: /ate the blue terminal. You could continue down to 
measure room, but it’s not really worth it. You’d be 
He^er off spending your time in the room before the 
[tij - 52 warp, which is just as monster-packed as the 
room at the beginning. 


TO RUINS 2 


r I 
i I 


it, 




VARIATION B 


Except for the immensely frustrating and ultimately pointless Warp A detour, this is 
probably the most straightforward and linear of all the Ruins 1 map variations. All 
other detours are just small rooms directly adjacent to larger ones, so if you ignore 
the aforementioned Warp A and head straight down to Warp B (which you DO need 
to take) you’ll be done with Ruins i in no time. 


























































































UQI\ In the words of the beloved 
Red Ring Rico; "Why am I 
here, with monsters lurk- 
WJ ing everywhere?" This 
map is monster-intensive, 

JjSSm t0 sa V ^e ^ east » there 

rarely being less than three 
waves in a room, and often more. 
Fortunately, there’s an easy-access 
healing rig right to the east of the 
room connecting the north and south 
wings, so duck in there if you’ve been 
taking a beating. With so many ene¬ 
mies, you’d be best off not taking any 
long side trips, so just put Resta or 
some ‘Mates on your Action Bar and 
plow on through to the Ruins 2 tele¬ 
porter as fast as you can. 


START 


There aren't very many enemies in most areas of this! 
map, which is why the room after the north/south wiifl 
connector comes as such a shock. But if you use thel 
nearby healing rig before venturing in there, you 
shouldn’t have too much trouble. If you want a little I 
extra treasure, take Warp B instead of continuing on t 
the east from there, and you can pick up some items i 
the dark room and the nearby treasure room. Be 
aware, as you fight your way through the final room 
before the Ruins 2 teleporter, that the enemies will 
keep coming even after the door has opened. If you 
need more EXP, stick around. If not, head on out. 


to ruins 2 


Episode 1 



1 

ja 

1 






























































































: -1ATI0N E 


■Lews have made this Ruins variation their 
^Dating grounds, so to speak, and that’s 
news for you since they are the weak- 
of the Ruins enemies. Bring a multiple- 
;et gun if you can wield one, or invest in 
Gi- or Ra-level spell to send these eerie 
ring monsters to early graves. One of 
only places where you’ll see lots of 
ner enemy type is in the southern dark 
where wave after wave of Dimenians 
ird a very minor treasure. The dark room 
:he north is considerably more interest- 
Bring a gun and quaff a Trap Vision if 
Ye not an android, and shoot down the 
one by one. Their explosions will 
fly give you enough light to find your 
around the debris to the door and light 
:ch. 


Only a few Claws guard the first room after 
the starting teleporter, but if you raid the 
treasure room to the east there will be a 
bunch of Dimenians blocking your way 
when you return! Blast your way through 
those and head northeast to the room with 
the waterfalls. In the secret room you'll 
find the red terminal needed to get at the 
yellow chests in the previous area. Be care¬ 
ful as you traverse the corner room across 
from the L-shaped one, as the Dark Belras 
there can shoot their arms across the 
chasm to nail you. 


START 


TO RUINS 2 


VARIATION F 

















































































































EP/SOgEjh 



Normal Mode Items 


C> Arms 


✓1 BUSTER 


BlGIGUSH 


BIPARTISAN 


Bl KNIFE 


BISUCER 


^1mace~ 


^Ipole 


A STAFF 


Nlockgun 


N SNIPER 


Nmechgun 


Hshot 


C& Guards 


E 


♦ 


± 


I 


E 


1 


CROSS ARMOR 


SOLID FRAME 


BRAVE ARMOR 


□ 


HYPER FRAME 


GRAND ARMOR 


HARP SHIELD 


BRAVE BARRIER 


SOLID SHIELD 


|0 | FLAME BARRIER ~~| 

| 0 | PLASMA BARRIER 1 


Average level of 
Armor “Units" in this area: 




Hard Mode Items 


Tools 

^Techniques 

F 

Monomate 

gl Foil 

L S-7 


k ; 

Dimate 

Bl Barta 

LS-7 


F 

Trimate 

Bl Zonde 

LS-7 



Monofluid 

BIGifoie 

L3-4 



Difluid 

BIGibarta 

LV4 



Trifluid 

BIGizonde 

L 3-4 




Bl Rafoie 

L2-4 


❖ 

Antidote 

B; Rabarta 

L2-4 


❖ 

Antiparalysis 

Bl Razonde 

L 2-4 


❖ 

Sol Atomizer 

B! Grants 

LI 


❖ 

MoonAtomizer 

Bl Megid 

LI 


❖ 

Star Atomizer 

Bl Resta 

L5-7 


❖ 

FTelepipe 

BIAnti 

L2 


❖ 

Trap Vision 

WIReverser 


❖ 

Monogrinder 

Bl Shifta 

L 3-4 


❖ 

Digrinder 

Bl Deband 

L3-4 


❖ 

Trigrinder 

BIIellen 

L 3-4 


❖ 

Material(misc.) 

BIZalure 

L 3-4 


❖ 

Scape Doll 

Hi 



^Techniques 


■li Foie lio-12; PI Resta Lio -12 


m Barta lio- 12 ! iff! Anti lv4 


Pi ZONDE LIO- 12 ! ;gj REVER 5 ER 


BIGifoie TiTia iHIShifta l*Tio 


ffi G 1 barta L 8 - 10 I B Deband l_ 8 -io. 


PIIGizonde l8-ioI BIIellen l8-io 


m RAFOIE L^g] IBiZALURE l8-1Q 


wi rabarta EL 


ffi Razonde 


Bl Grants 


T^l 

L5-B 


SWIMegid ls-8'i 


bIdb’s saber 


Bl CALI BUR 


Bl RIPPER 


BlBERDYS 


BISAWCER 


i^iCLUB 


^STRIKER 


1^1 SCEPTER~ 


hllVARISTA 


h»l LASER 


hil VULCAN 


hil LAUNCHER 


& Guards 


Very Hard Mode Items 


^Techniques 

Iff Foie 


BL 


Iff Barta IBIShifta 


Arms 


IP]! Zonde 19 - 15 ; 1B1 Deband 18-15 
WIGifqie l8^51 IBIIellen ^5 


IbIfLOWEN’S SWORD 


ffiGi barta IBIZalure itt-15 


IWIGizqnde L»-I5l HL 


IBI RAFOIE Lb -12 1 


IBI Rabarta 


L6-12I 


ffi Razonde 


Lb-12; 


IBI Grants Lb-12 1 


Bl Megid 


Lb-12"; 


II Resta L 9 - 15 I 


IBIAntl 




B BLADE DANCE 


IbIbrionac 


IbIslicer OF assassin 


~^> CLUB OF LACONIUM 

^STRIKER ~ 


A SCEPTER 


Nvarista 


"*li VISK-235W 


~fl H&.S 2SIUSTICE 

*•*§1 CRUSH BULLET 


Ultimate Mode Items 



^Techniques 


<PArms 


SB! Foie 


L21-30 


Iff; Barta L21-29 


iffl Zonde L21-29 


I WIG I FOIE L 21-29 


BIGibarta 121T9 


IWIGizqnde 12^29 


iffl Rafoie L21-29 


IB! Rabarta L21-29 


Bl Razonde L 21-30 


ffi Grants 121^29 


in 


bdb’s saber 


iffl Shifta L21^30 

Bl Deband L21-30 


^1king*s frame I 


ffpRAGON frame 

ffABSORB ARMOR 


ffi PROTECT FRAME 

ff GENERAL ARMOR 


01 PSYCHIC BARRIER 


GENERAL SHIELD 


PROTECT BARRIER 


GLORIOUS SHIELD 


0 1 IMPERIAL BARRIER 


|s !★★★★★ 


IbIdb’S SABER ] 


B FLOWERS SWORD 

Bl BLADE DANCE 1 


Iffl I ELLEN L 21 - 3 Q IBIBRIONAC H 


Bl Ryuker 


IBI Megid L21-291 


Iffl Resta 121=30} 


IBI Anti 


J4iZJ 


Average level of 
Armor “Units" in this area: 


C& Guards 

ff GENERAL ARMOR I 

#1 PERFECT FRAME 


VALIANT FRAME 


IMPERIAL ARMOR I 


HOLINESS ARMOR 1 


IMPERIAL BARRIER i 


GUARDIAN SHIELD 


DIVINITY BARRIER 


ULTIMATE SHIELD 

0 

SPIRITUAL SHIELD 1 

Average level of 

Armor “Units" in this area: 

]@] ★★★★★★★ 



- 1 ' 3 °; IbIsucer of assassin 

gCLUBCFIACNJlT 

^striker" 

\A SCEPTER 

^liVARISTA~ 

h«lVISK-23l 

FiIm&a6ovise 1 

nlCRUSH BULLET j 


0 r Guards 

Iff GENERAL ARMOR 1 

!♦! PERFECT FRAME 

ffi VALIANT FRAME 

ffi IMPERIAL ARMOR I 

Iff HOLINESS ARMOR 1 

iBlIMPERIAL BARRIER i 

lelGUADIAN SHIELD 

l 0 lDIVINITY BARRIER 

lei ULTIMATE SHIELD 

1 R 1 SPIRITUAL SHIELD i 

Average level of 

Armor “Units” in this area: 

!§!★★★★★★★★ 



■ 
























































































































































































































































































































































































































Enemy Data 


The Chaos Bringer 


Death Gunners 


Area Data 


HP 

Normal 

Hard 

V.Hard 

Ultimate 

Offline 

220 

561 

925 

1800 

Online 

1 284 1 

724 

1216 

2700 


xp Normal Hard V.Hard Ultimate 
r ~" " 64 .120 320 



Chaos Bringer 

. [ Resistances 


EFR 15 


EIC 60 


ELC so 
EDK 53 
' ESP 35 

HP 

Normal Hard V.Hard Ultimate 

Offline 

\ 450 803 1213 2700 

Online 

560 j|l019 ||1576 ||4550 

XP 

Normal Hard V.Hard Ultimate 

Either 

I 30 II 79 1! 140 360 


The Chaos Bringer is the most dangerous enemy you’ll face in the Ruins. These guys don’t mess around, launch¬ 
ing into their high-speed charge the second they appear. If you get trampled by this attack, you’ll probably end up 
Confused, which is a bad state to be in when the Chaos Bringer starts swinging his sword. If you get surrounded 
by him and his cronies while Confused, you may want to pop a telepipe and get out of there, just to be on the safe 
side. After the initial charge, keep him occupied with rapid attacks and Foie-series techniques, or he’ll start cast¬ 
ing techniques of his own. When you see the magical seal appear below his feet and the green orbs gather in his 
hands, either run for your life or quickly finish him off. 

The Chaos Bringer is a large target with a low Evasion score, especially from behind. In team games, if everyone 
attacks as soon as he appears (after dodging the initial charge, of course), you’ll beat him without much trouble. 

In offline games, he’s much 
trickier. If you leave the 
room, he’ll reset to his origi¬ 
nal position and prepare to 
charge you again. That’s not 
a problem if you can concen¬ 
trate on dodging it, so in 
large rooms it’s safest to go 
back into a corridor until he 
returns to the other end, fin¬ 
ish off all the other enemies 
with hit-and-away tactics, 
and then give the Chaos 
Bringer your full attention. 


The Dark Gunner is another one of those annoying enemies with a seemingly impenetrable defense. They scurry 
around, immortal, until the eyes in the center of their backs rise to fire a laser. That’s when they’re vulnerable, and if you 
do a solid combo with a strong weapon, you can lay waste to them in one cycle. 

Problem is, they come in huge packs (up to eight) and while you’re killing one, the other seven are shooting their 
lasers at you. They typically fire at the same time, so keep an eye on the others and be ready to dodge as soon as they 
fire (they’ll still be vulnerable 
for a few seconds after that). 

Another way to keep them 
under control is to kill them 
before they’re even vulnerable! 

Fire at the red one, which will 
disrupt the others. Their spe¬ 
cial defense won’t protect 
them from techniques (Grants 
is best), Draw-series weapons, 

Dim-series weapons, or 
weapons with other special 
attacks. 


The theme of Ruins 2 seems to be warps. Two-thirds of the map variations have warp rooms like the ones shown to the left, where you have to take a 
chance on one of a number of teleporters to progress to the next area or get to treasure rooms. Be very careful here, especially in online mode, since many 
of these warps take you to places with no return warp, and it can be very difficult to keep a party together unless you all agree on which Warp to take 
beforehand. Fortunately, the maps on the following pages will show you where each one leads. 

There are also a number of 
four-person switches, which 
will force you to split your 
party into two groups. 

Remember that all of these 
are optional areas that only 
tead to treasure (and fre¬ 
quently not very much of it), 
so a party that’s focused on 
progressing quickly through 
the Ruins will want to skip 
riem, especially since many 
of the switches (even the real 
ones) are trapped. 
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Yon actually have to take a warp to get out of the beginning of this map variation, 
but don't bother with the long detour back to the north after you warp through Just head east and 
then south all the way to the Ruins 3 teleporter, thus avoiding having to fight all but a very few ene¬ 
mies along the way. The one battle to watch out for is in the room right after the diagonally split room 
that contains both Warp A & B. Once you beat the first wave and walk into the center of the1 room,_a 
Delsaber will appear in each corner and jump over to smack you around, so make for the doorway as 
soon as they appear. 


TO RUINS 3 


START 


TO RUINS 3 



6={Tj=C 



Delsabers hang out in trios here, and they can be a real drag if you haven’t mas¬ 
tered the “take a shot and run” strategy that seems to work best in the Ruins Both dark rooms 
sport at least one trio that ambushes you on the way to the light switch, and ther0 °™' “"j 
necting the west and east wings has them in addition to a Chaos Bnnger and a boatload of 
Dimenians and Dark Gunners. If you feel confident about handling these enemies, JjV_a>> J^take 
the detours and pick up a few extra weapons for sale or use, but even so, taking Warp A is usually 

a waste of time. 




























































Map Data (cont.) 


s 


VARIATION C 


This map gets super crazy with the warps, but you’re better off ignoring them entirely. While the 6 and H 
warp pair is almost worth it, the enemies guarding the routes are deadly, and the ones in the dark room after the E warp are 
even worse - a pack of Delsabers that ambush you before you can get to the light switch! If you have a lot of time on your 
hands, though, it can be fun to take every single warp here, just for the heck of it. The other dark room in this map, just west 
of the Ruins 3 teleporter, is pretty evil itself: Dark Gunners, flocks of Dimenians, and four Delsabers (even in offline mode) will 
strain your abilities to the max. 



3 



START 


VARIATION 


_| The other crazy warp variant, this one requires you 

to take at least some of them, since you can’t leave without passing 
through warps G and H. And if you’re looking for treasure, this is the 
place to be, since most of the detours are pretty short, easy, and 
rewarding. The E warp is worth it, too, since it gives you access to four 
different rooms full of boxes ripe for the smashing. 
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VARIATION E 


_ | As seems to be the theme in Ruins 2, there is a lit¬ 
tle bit of warping fun here - not as much as in other variations, but still 
good for killing time. You may as well take Warp A, since it isn't far out 
of your way, but there’s no need to bother with the others. The sim¬ 
plest route to take is straight west, then straight north. Although you’ll 
face some brutal rooms with multiple waves of Chaos Bringers and 
Delsabers, this variation is mostly about dodging traps to bypass the 
many floor switch-locked doors on your way. 


VARIATION F 


_It is amusing that in this map variation you can safely ignore the entire 

west wing and get to the Ruins 3 teleporter in half the time it would normally take. Most 
of the yellow chests in the west wing contain recovery items, but if you don’t feel like you’ll 
get enough floor-switch action in the east wing, or need some more EXP, then the west 
wing is a fine place to hunt. The flashlight-shaped connecting room sports a full array of 
enemies (finish off the Delsabers before dealing with the Dark Gunners, if you can), and 
from there it’s a quick jaunt to the Ruins 3 teleporter. 


TO RUINS 
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Normal Mode Items 


^Tools 

^Techniques 

*\ Monomate 

Ml Foie ls-zJ 

>1 Dimate 

HI Barta ls-zJ 

aITrimate 

HIZonde lwI 

—1 Monofluid 

HI Gifoie lvs 


Difluid 

HIGibarta LV5 



Trifluid 

BIGizonde lvs 



-5 ---1 

Ml Rafoie L 2-4 


❖ 

Antidote 

HI Rabarta L 2-4 


❖ 

Antiparalysis 

HI Razonde l2”4 


❖ 

Sol Atomizer 1 

HI Grants L1 ‘ 2 


❖ 

Moon Atomizer 1 

H! Megid l1 ‘ 2 


❖ 

Star Atomizer i 

MIResta L5-7 


❖ 

Telepipe 

HI Anti 12 


❖ 

Trap Vision 

HI 


❖ 

Monogrinder ! 

Bl Shifta L2i 


❖ 

Digrinder 

HI Deband «-3-5 


❖ 

Trigrinder 

Ml Iellen LV5 


❖!Material(misc3 1 

HI ZALURE LVS 


❖IScape Doll 1 

HI Ryuker 




1 — 


LvIpallasch 


0 


z 


0 


GfGUSH 


BLADE 


HALBERT 


jyiSUCER 


PI CLUB 


pPOLE 


P STAFF 


NlRAILGUN 


-^SNIPER 


N ASSAULT 


Nshqt" 


Guards 


It*ISOLID FRAME 

If* 1 BRAVE ARMOR 

It I hyper frame 

f# Igrand armor 

‘#1 SHOCK FRAME 


BRAVE BARRIER 


SOLID SHIELD 


FLAME BARRIER 


PLASMA BARRIER 

<3 

FREEZE BARRIER 


Average level of 
Armor “Units" in this area: 





Hard Mode Items 


> Techniques 


IBI Foie 

Lii -12 

IBI Resta 

Lii -12 

iHi Barta 

Lii -12 

IBI Anti 

LV4 

IBIZonde 

Lii -12 

IHi Reverser 

IBI Gifoie 

LQ -11 

IHI Shifta 

LQ-11 

1H! Gl BARTA 

LQ-U 

IBI Deband 

LQ-11 

IBIGizonde 

LQ-11 

IHI Iellen 

LQ-11 

IHI Rafoie 

jtA 

IBI ZALURE 

LQ-11 

IHi Rabarta 

■vj 

00 

IHI Ryuker 

IHi Razonde 

l 7 -8 



IHI Grants 

l 6-8 



HI Megid 

l 6-8 




Very Hard Mode Items 


^Techniques 


Ml Foie uo-isl HI 


PI; Barta Lio-is I Ml Shifta L 9-15 j 


IMIZonde no^i Ml Deband i^l 


MGlFOIE IBI I ELLEN 


IWGibarta l 9 : ^ 5 | IMIZalure ^'^51 


IBIGizonde L 9-151 jg[ 


SHI Rafoie 

L7-12| 

SHI Rabarta 

1 - 7-121 

IHI Razonde 

1-7-121 

IHi Grants 

17-121 

IHI Megid 

L7-12I 

IHI Resta 

L10-15I 


HAnti 


l£6] 


Ultimate Mode Items 


<5^ Techniques 

Ml Foie 122-29 


Ml Barta L 22-29 


MIZONDE 122-29 


Ml Gifoie L 22-29 


MIGibarta 122^29 


BIGizonde 122-29 


HI Rafoie 

L22-29 

HI Rabarta L 22-29 

HI Razonde L 22-29 

Hi Grants 

L21-30 

Bi Megid 

L22-29 

Bl Resta 

L22-30 


IBI Reverser" 


Ml Shifta 122^0 

M Deband 122-30 


IHIIellen 122-30 

Ml ZALURE L22-3Q 

M Ryuker 


B Anti 


1 - 4-71 


1 

gl Arms 

i 

0 

Guards 


Ly'Idb’S SABER 



DRAGON FRAME 1 


Lv^Icalibur 



ABSORB ARMOR 1 


Lxl RIPPER 



PROTECT FRAME 1 


Mgungnir 


♦ 

GENERAL ARMOR I 


LjHdiska 


♦ 

PERFECT FRAME 1 



P.CLUB 


9 

GENERAL SHIELD 1 



P BATTLE VERGE 1 


9 

PROTECT BARRIER 



P FIRE SCEPTER: AGNI 1 


9 

GLORIOUS SHIELD 






IMPERIAL BARRIER 1 


hllVARISTA 



GUARDIAN SHIELD 1 



Nil LASER J 


Avt 

irage level of 



Nil VULCAN 


Armor “Units” in this area: 



hllARMS 


la 

|***** 






0 Arms 


jylDB’s sabeZ 


Pflowen’s sword 

LyH BLADE DANCE 


LrlBRIONAC" 


liHSLICER OF ASSASSIN 


PIcluboflaconium 

PI STRIKER ~ 


m SCEPTER 


NIvarista 


N1visk-23sw 


Nm&a 6 oviZ~ 


N1 METEOR SMASH" 


C& Guards 


#1 PERFECT FRAME 


#1 VALIANT FRAME 


#S IMPERIAL ARMOR 


#lGUARDIAN ARMOR 


101GUARDIAN SHIELD 


la 


H 


[a 


DIVINITY BARRIER 


ULTIMATE SHIELD 


SPIRITUAL SHIELD 


I61CELEST1AL SHIELD 


Average level of 
Armor “Units" in this area: 


Iffi ★★★**★★ 


I^Arms 

jHdb’S SABER 

J<lFLOWEN’S SWORD 

✓1 BLADE DANCE 

y'lBRIONAC 

yiSUCER OF ASSASSIN 

^>1 Club cflagcmlm 

P STRIKER 

^>1 SCEPTER 

HllVARISTA 

h«|viSK- 235 W 

NIm&a 6 o vise 

h*l METEOR SMASH 1 


#1 HOLINESS ARMOR 



^ Guards 

It 

PERFECT FRAME 

It 

VALIANT FRAME 

It 

IMPERIAL ARMOR 

it 

HOLINESS ARMOR 

\ + 

GUADIAN ARMOR 

19 

GUADIAN SHIELD 

19 

DIVINITY BARRIER 

19 

ULTIMATE SHIELD 

|9 

SPIRITUAL SHIELD 


CELESTIAL SHIELD 

Average level of 

Armor “Units" in this area: 

|(=j| *★★★★★★★ 

























































































































































































































































































































































































































Strategy Data 


Traps Everywhere 


Poison Rooms 


Preparing for the Final Battle 


v Fun Corner 


DARK FALZ THROUGH THE AGES 


By this point, the 
identity of the last 
boss should be 
obvious. It’s none 
other than Dark 
Falz, a.k.a. Dark 
Force, a.k.a. Dark 
(ulp) Phallus, 
depending on the 
translation. This 
fellow, who exists 
to wreak havoc on 
humanity every 
1,000 years, has 
appeared as a vil¬ 
lain (but not neces¬ 
sarily the villain) in 

every numbered Phantasy Star game to date. His consciousness has 
taken a number of fascinating physical forms through the years, first 
as a bodyless villain in Alis’s dream in Phantasy Star 1, and finally in 
five different forms in Phantasy Star IV. Counting the three new ones, 
Dark Falz/Force/Phallus has now had eleven different forms... Surely 
some kind of video game industry record. 


The purple rooms on the following maps denote poison 
areas. Waves of toxic gas wash over you in these rooms, both 
restricting your vision and sapping your HP. Just as in Dark 
Rooms, you need to fight your way to a switch and hit that 
to return the room to normal. 

The enemies in these rooms tend to be tough, and the 
switches are almost always hidden amidst treasure chests in 
the corners. Don’t risk too much to get to them, since the poi¬ 
son isn’t that dangerous. 


Ruins 3 is packed with a collection of very nasty traps. They’re mostly 
the yellow traps that will give you Slow Motion or Confusion, which you’ve 
seen before. But in this area, where they’re strewn across tight areas full 
of enemies, they can be far more lethal. So if you’re not an android and 
haven’t popped a Trap Vision lately, stay close to the doors until the 
fiercest waves of enemies have passed. In online games, someone should 
always be on Trap Vision duty to warn the group. 


The transporter at the end of Ruins 3 will take you to the game’s final 
boss, which we’ll cover after the map variations. This is definitely a time 
to set up some telepipes head back to town, stock up on healing items, 
and drop off your extra cash. Bring an extra weapon in case you lose 
yours (hey, it happens), and Scape Dolls if you’re willing to expend them 
(if this is your first time fighting Dark Falz, try to learn his patterns first). 
If you’re playing in online mode, you may also want to bring extra sup¬ 
plies that you don’t need for other players (like Trimates for characters 
who don’t have Resta, or Moon Atomizers for characters who don’t have 
Reverser). You can then dump them on the battlefield so those players 
can pick them up when they run out? 



















































































Map Data 


VARIATION A 


You can head either east or west from the four-chest room north of the starting 
teleport. Both directions eventually make it to the same #-shaped room in the 
north part of the map, from which you can easily head northeast to the boss. 
So which way to go? The east route is shorter, but has a very lucra¬ 
tive detour into a dark room. The west route is a bit eas¬ 
ier, but has less treasure. Take both if you have time. 

After the forks converge at the #-shaped room, be pre¬ 
pared for two rooms in a row of heavy combat. 


VARIATION B 


This map is insanely complicated. But 
said complications can be entirely avoid¬ 
ed by making a southwest loop after you 
pass through Warp A, then continuing 
northeast to the boss warp. That won’t 
pay the EXP bills, though, so pick your¬ 
self a detour and go pick up some ityns 
and experience. There are two rooms to 
be careful in - one is the dark room in the 
south, in which a Chaos Bringer charges 
you before you can get to the switch. 
The other is the poison room in the east, 
which is full of traps that may cause 
Confusion, making it difficult to get out 
before your life drains away. 

START 
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Episode 1 


START 


Map Data (cont.) 


VARIATION C 


Whenever you enter one of the large 
square rooms in this variation, expect to 
be fighting in it for a long time. Packs 
of Dark Belras, flocks of Dimenians, 
flotillas of Dark Gunners... The only relief 
you’ll get is in the lack of Delsabers. 
Don’t bother with any warp but Warp C, as 
that’s the only one leading to treasure - and in Ruins 
3, you want all the new weapons and armor you can 
get your hands on. Oddly, all you’ll have to fight in 
the room before the boss warp is a trio of Dark 
Belras. Perhaps the unusually weak showing is in 
compensation for all the enemies elsewhere in this 
variation. 


fl=o£U 


eHH}5 




Dark Gunners are perhaps the most frustrating enemy to face in the Ruins, sim¬ 
ply because they are only targetable for small amounts of time. Lucky you, 
then, if you get this variant, since it is chock full of everyone’s favorite skitter¬ 
ing menaces. Fortunately, while you have to spend an inordinate amount of 
time in every enemy room, you don’t have to pay attention to the map itself at 
all. It is almost entirely linear, and the few detours that exist are short and 
worth taking. Zig-zag when you go through long hallways and hit floor switch¬ 
es, since there are a lot of falling traps in this variation. 















































































VARIATION E 


There are lots of treasure chests in this variation, which is great news for peo¬ 
ple worried about the upcoming boss encounter. Take every detour, wander 
every warp, and pick up everything you can, and on the way you ll get plenty 
of EXP, too. The only really crazy thing in this variant is the two doors that can 
only be opened by switches on the other side. This actually works in your 
advantage, though, since it forces you to take a couple extra side trips... 
Which is where you want to be anyway. 




<3 


VARIATION F 


While this variation has a long detour with not so much 
treasure, you should absolutely take it for the EXP if 
you need it As long as you have some way to heal 
yourself accessible on your action bar, you shouldn’t 
nave any problem, and you’ll be grateful you took the 
long way around once you face Dark Falz. Mostly the 
enemies are fairly straightforward, although in the 
room with four chests east of the final room there s a 
Chaos Sorcerer that always comes at you from behind, 
and another set of enemies that appears when you 
smash the chests. 

















































































Normal Hard V.Hard Ultimate 


Offline 


2500 5000 9000 


4000 7500 15000 2< 


Online 


Normal Hard V.Hard Ultimate 


Either 


Boss Data 


Dark Falz I 


HP 

Normal \J£Hard [ V.Hard Ultimate 

Offline 

3500 6000 7500 8900 

Online 

50001 9000 10000116500 

XP i 

Normal Hard V.Hard Ultimate 

Either 

1240011 0 II 0 II 0 


This climactic battle begins in the 
most unlikely of places: A lush green 
garden. Dark Falz won’t begin his 
assault until you approach the obelisk 
(#i), so that gives you plenty of time to 
cast Shifta and Deband on your party. 

Before you meet Dark Falz, you have 
to battle his army of Darvants. These 
bladed spinners will tear you to shreds 
if you’re not careful, so make dodging 
your first priority. Your radar won’t be 
worth much, but you can find temporary i 
holes towards the center of the map or 
around the edges. Even then, you have 
to keep moving, ‘cause they’ll home in 
on you quickly. Don’t do 3-hit combos, 
or they’ll be all over you by the 3rd hit. 

You can only hit them when they turn 

purple and exude little puffs of smoke. The amount you need to kill changes 
based on difficulty. In offline mode, it’s 3 in Normal, 5 in Hard, and 10 in Very Hard, 
and you have to kill about 50% more online. Powerful Swords are good for 
Hunters, and while Rafoie is effective in Normal mode, you’ll need to switch to the 
more powerful, auto-targeting Grants (#2) in Hard and Very Hard mode. 


HP 

Normal [|fW V.Hard Ultimate 

Offline 

50 120 180 250 

Online 

125 II ISO 250 11 300 

XP 

Normal Hard V.Hard Ultimate 

Either 

5 II 5 II 9 II 20 


Dark Falz’s first form rides on a four-headed chariot, and those heads are the 
only weak spots (#3). They attack by spitting out more Darvants, which are 
tougher than they were earlier. Ignore them if you can, and they’ll go away 
when this form dies. Dark Falz can also cast both Fire and Ice techniques, 
which aren’t too strong, but are basical¬ 
ly undodgeable if you’re close. 

In all of his forms, Dark Falz is both 
resistant to techniques and hard to tar¬ 
get, so melee weapons are the best 
choice. For Forces, Razonde is okay, 
since its targeting won’t be thrown off 
by the Darvants, and Rafoie works well 
in Very Hard Mode (#4), since those 
Darvants are weak to fire and you can 
take them out while you damage Dark 
Falz. 





























































Boss Data (cont.) „ 



HUNTERS 


Hunters are great 
against Dark Falz. They 
have the stamina to sur¬ 
vive and the power necessary 
to take down Dark Falz quick¬ 
ly. If they have Resta, they 
can handle DF pretty much 
by themselves. Just be care¬ 
ful around the Darvants; use 
no more than a two-hit combo and have 
an escape route planned before the second hit 


connects. 



RANGERS 

Keep a safe distance 
from Dark Falz’s first 
form, so you’ll have 
more room to dodge the 
pesky Darvants that DF 
spits out. If your Accuracy 
is high, try using a Rifle 
and firing from positions 
far to the side of DPs sec¬ 
ond form (but still against the rim). 
You just might be out of the way of his 
shockwave and Rafoie attacks. 



FORCES 


Forces have a very hard 
time here, especially 
against the third form. You 
can use Gibarta or Grants, 
but I prefer to use a power¬ 
ful Saber and save the TP for 
Resta. Or better yet, play 
online and make your allies 
do all the work in exchange for 
frequent Shifta boosts. When 
stay away from DF and far to 
one side to avoid the Rafoie wave. 




The hard/very hard Exclusive Third Form 


Beating DF 3 With Low Level Characters 


Nothing is more depressing than getting all the way to the third form and realizing you just can t 
survive the Grants attack. You can then go back and slaughter for another 10 levels, or you can get a 
little tricky. One thing to try is buying Resist/Saint units (or have a high-level character buy them for 
you). They raise your Light Resistance by 7. and if you use 4 of them in Armor with naturally high 
Light Resistance, you might be able to get your ELT up to 50! , . 

If you still have trouble, it’s time to break out the Scape Dolls. Since you don t want to waste them 
all after getting surrounded by a fluke Darvant horde or some other unlucky break, I strongly sugges 
you drop them all before the battle, and only pick them up again when you get to the third form. 
Don’t worry... If you die before that, they’ll still be there next time. 


Dark Falz’s agonizingly difficult final form confirms what we’ve been saying all along: There is no greater wea P°" p SO 
than guns with the Draw-series element. Using these weapons, you’ll be able to hit Dark Falz from almost any point in the 
ring, and drain mass quantities of life even while he’s flashing and immune to all other forms of attac l 1 )- 
When he’s up in the sky (where you can’t hurt him), he’ll rain down waves of blue orbs at one character. Fortunately, 
these can be outrun if you watch your radar and run at a perfect arc (#2). He will also use Grants to hit random characters. 
This cannot be dodged, and does absurd amounts of damage. If no one in your party can survive this attack, even using 
the Resist/Saint strategy, you have no real hope of beating this form. But if one character can, and he or she has Reverser 
or lots of Moon Atomizers, you may have a chance. Give that character all the Scape Dolls. 

When Dark Falz goes down to the lower ring, unload with your Draw-series guns. If you don t have these, Hunters ca 
get a few hits in during the rare moments when he turns blue (#3). Techniques are terrible here... If you have to use one, a 
high-level Foie is probably the best, but Forces should just act as healers in this battle, constantly circling the ring to 
Reverser, Resta, and Shifta the fighters. 



































































































Autogun 


VH Spaceship Alpha 


KOD 


MAP DATA 


Every time you play PSO, one of a 
number of maps for each area are 
selected at random. At the end of each 
section, we’ve printed the most com¬ 
mon maps that appear in offline play. 
The maps should be simple to read: 

Red and white doors can only be 
unlocked by killing all the enemies, 
while black doors are always open. 
Doors that are filled with a solid color 
can only be opened by hitting a switch 
of that color. All the terminals and laser 
barriers are color-coded, and the chests 
are condensed into one icon: Grey for 
chests with random contents, Brown for 
chests with fixed contents. 


ITEM DATA 


Every section begins with a list of the items that can be found in 
that area. The items are divided into four categories: Tools (stuff 
that comes in green boxes). Techniques (the contents of the disks 
that may come in green boxes). Arms (weapons), and Guards 
(shields, armors, and units). This data differs slightly for 
each Section ID, so the information presented here reflects the 
average of all Sections IDs. You may find a few weapons or items 
slightly earlier or later than we predict. 

The item lists are color-coded: White items do not appear in this 
area, while black ones do. In the lower half of the page, you’ll find 
the same data for Hard, Very Hard and Ultimate modes. Since virtu¬ 
ally every Tool appears in all Hard, Very Hard, and Ultimate Mode 
areas, we’ve omitted the Tool chart from those sections. 

In every area (after the first few), there is a list of five different 
Armor and Shield units. The one you are most likely to get is in the 
middle, the ones that are most rare are the first (the weakest) and 
the last (the strongest) on the list. 


HOW TO USE THIS SECTION 


5 . "-'' H BP 


hp Normal Hard V.Hard Ultimate 
omine 46~Tpi®Tir8l4 1615 
Online 56 ~ 627 1031 2151 

xp [Normal Hard V.Hard Ultimate 


Each section also has a list of the 
enemies that can first be found in that 
area. The boxes list the amount of Hit 
Points they have in all three modes, 
online and offline (so the Rappy has a 
scant 46 in the offline Mode at normal 
difficulty, but a whopping 1031 if 
you’re playing online in Very 
Hard Mode). 

The lower the enemy’s Resistance 
to an element type, the more damage 
techniques or special attacks of that 
type will do. All of the Resistance 

DATA IS GATHERED FROM THE NORMAL 

Mode. Resistances do go up in harder 
difficulty modes, but this usually does 
not affect strategy. For example, the 
Rappy’s Thunder Resistance is much 
higher in later modes, but Fire and Ice 
are not. So Fire and Ice will always be 
the way to go. 


THE SIX RESISTANCES: 

EFR: Resistance to Fire (Foie) 
EIC: Resistance to Ice (Barta) 
ETH: Resistance to Thunder (Zonde) 
ELT: Resistance to Light (Grants) 
EDK: Resistance to Dark (Megid) 
ESP: Resistance to certain weapon 
abilities, like Dim, Panic, Hold, etc. 























































Armor 


Barrier 


Shield 


0 Arms 


*\ Saber 


^CANE 


"’ll HANDGUN 


{^ Tools 

{^Techniques 

1^1 Monomate 

HI Foie li 


1^1 Dimate 

Hi Barta li 


i m ... i 

Hi Zonde li 


U 1 Monofluid 

Hi 


i-i 

H 


LU 1 

Di .. 



HI " 



Antidote 

HI 



Antiparalysis 

HI 




HI 


❖ 


HI 


❖ 


HI Resta li 


❖ 

Telepipe 

HI 


❖ 

Trap Vision 

HI 


❖ 

Monogrinder 

Hi 


❖ 

Digrinder 

HI 



Trigrinder 

HI 


❖ 


HI 


❖ 

Scape Doll 

D 



,,- -4 - 


0 ? Guards 


Average level of 
Armor “Units” in this area: 


m 


a ** 


> Techniques 

16^1 


l6-8 


IHI Barta 

l6-8| HAnti 

Ll-T 

HI Zonde 

l6-8! BIReverser 


IHGifoie 

LVSl IHI Shifta 

LT-S 

IHI Gl BARTA 

lv<;I IHI Deband 

LV 5 

IHGizonde 

LT-Sl |H|| ELLEN 

L 3 -S 

IH Rafoie 

L 2-41 IBIZALURE 

LT-S 

HI Rabarta 

L 2 - 4 I HI 



IH Razonde 

L 2 - 4 I 

B_1 

BIMegid 

L 2 - 4 ! 


0 Arms 

# 1 PALLASCH 

#\ BREAKER 

&\ BLADE 

HALBERT 

✓ISPINNER 

U’lCLUB 

1^1 POLE 

\A STAFF 


hllRAILGUN 

hil BLASTER 

hll REPEATER 

hil SPREAD 


0 Guards 


GIGA FRAME 


SOUL FRAME 


CROSS FRAME 


SOLID FRAME 


#1 BRAVE FRAME 


lei GIGA SHIELD 


iQiSOUL BARRIER 


! ej HARD SHIELD 


0 BRAVE BARRIER 


lei SOLID SHIELD 


!©!★**» 


Very Hard Mode Items 


{^Techniques 


Hi Foie 

TS^T 

Bi Barta 

l 8-13 

IH ZONDE 

L8-13 

IHGifoie 

L 6-12 

@ Gl BARTA 

Lb -12 

IHGizonde 

L 6-12 

Bi Rafoie 

L 4-9 

B! Rabarta 

L 4-9 

B: Razonde 

L 4-9 

BI Grants 

L3-9 

IH Megid 

L3-9 

IH Resta 

L9-13 

BIAnti 

L2-5 


IHI Shifta 1^121 


BIDeband" 

HI ELLEN 


L 6 - 12 | 

L 6-12 


BiZALURE Lb-12) 


EL 


1 


IP' Arms 

IjHgladius 

H claymore 

I.K'I RIPPER 

l^lBERDYS 

>rlSAWCER 

0 CLUB 

^>1 PILLAR 

U>i BATON 1 

N RAYGUN 

NLASER 

Nl VULCAN 

Nl LAUNCHER 


{^Techniques 

H Foie L21-30 

IHI 

B* Barta li 3 -i 8 

BI Shifta L13-16I 

HI Zonde L13-18 

Bi Deband L13-16I 

HIGifoie L3-16 

IH 1 ELLEN L 13 - 16 ] 

HIGibarta L13-16 

S 3 Zalure L13-161 

HIGizonde L13-16 

B Ryuker 

BI Rafoie L13-14 


HI Rabarta L13-14 

HI Razonde L13-14 

HI Grants L13-14 

Megid L13-14 

HI Resta L13-18 

BIAnti l 3 - ^ 


{P Arms 

Lk'IGladius 

W Claymore 

IjH Ripper 

LyHBerdys 

MSawcer 

U>IClub 

IpI Pillar 

1^1 Baton 

Nl Raygun 

NLaser 

hil Vulcan 

Nl Launcher 


0 Guards 


i#i Brave Armor - 


1+1 Hyper Armor 


1 +IGrand Armor 


1+1 King’s Frame 


1 ^ 1 Solid Shield 


FlameShield 


PlasmaShield 


Freeze Shield 


lei Psychic Shield 


Average level of 
Armor “Units” in this area: 


0 

Guards 

+ 

BRAVE ARMOR 

+ 

hyper frame 

+ 

GRAND ARMOR 

+ 

SHOCK FRAME 

+ 

KING’S FRAME 

9 

SOLID SHIELD 

9 

FLAME BARRIER 

9 

PLASMA BARRIER 

9 

FREEZE BARRIER 

0 

PSYCHIC BARRIER 

Average level of 

Armor “Units” in this area: 

l(=)| ★★★★★★ 


1 +IShock Armor 


Average level of 
Armor “Units” in this area: 


|g| | ★★★★★★★★ 













































































































































































































































































































































































































• v -: 




. Strategy Data 


Communication Termi 


__ ikiJ 

Elly Person, your enthusiastic support operator back at the lab can provide you with 
field information via these portable communication terminals. You can also use the ter 
minals °o disconnect the VR link in the Temple and return to the Lab. You won't be able 
to access them, however, unless the room is clear of enemies. 


These character-smashing devices are similar to those in Episode I, 
only there's no red light to warn you when they're about to crash 
down. Low-level characters should be especially carefu around 
these, because getting crushed just once can deplete all of their HP. 


If you're a Human or a Newman, these little red and gray objects pop out of the 
ground. You can destroy them with a gunshot or Zonde spell, but you must act 
quickly before they explode in your face. Androids can see traps before they 
appear and should consider it their duty to disarm them (with a gun). 


msis 


Some of the laser barriers in this area block the only path 
forward and must be deactivated before you can proceed. To 
shut them off, find a terminal with the same-color beams. 
Simply deactivate the terminal, and the barrier goes too. 


These are the most dangerous and irritating traps in the game, particularly'for 
low-level characters. When pillars detect your movement, they pop up from the 
ground and shoot fireballs at you (or in later stages a damaging teeze-ray). 
You can destroy them, but since they have a relatively short range, it s often 
wiser to just run past them. 




Floor Switches 


sSs^ 

because the door won't unlock until all the switches are being pressed simultaneously. 


Gates and switches 


Other locked doors you can only open by hitting a cylindrical switch like the 
one shown here. The color of the switch (and sometimes the symbol on it) 
always matches the door it opens. 


Healing Rigs 


Here's one object that won't squish you, throw fireballs at you, or blow 
you up In fact, a few seconds spent between the rings of what we call a 
"healy-gig" will refill your HP and TP. Always keep an eye out for them, 
because they can save you an unwanted trip back to Pioneer 2. 


Broken walls 


You can sometimes destroy rubble and broken walls 
such as the one shown here to reveal hidden paths 
and/or treasure. The lock-on doesn’t indicate which 
walls are destructible, so if an area looks suspicious, 
hack or shoot it several times to see what happens. 

bssssshhi 

Your journeys always begin at the blue transporter from 
Pioneer 2, and end at the red transporter that leads to the 
next area. No switches or terminals in VR Temple Alpha 
affect anything in Temple Beta, so once you find the trans¬ 
porter, you can take it whenever you're ready. 
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42 

93 
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40 
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20 
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10 
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Monests 


Monests are a lot of work for not much reward. They have 300 
HP in Normal mode, but you’ll want to kill them with strong- 
strong-strong combos or Foie blasts before they spew out too 
many Mothmants. The Mothmants are typically more of an annoyance than a threat, 
but watch out in Hard, Very Hard, and Ultimate modes! In those modes, they come 
quickly, do big damage, and have at least 200 HP. Use quick weapons and weak 
attacks or their sudden stings can seriously interfere with your combos. 


Poison Lilies 


Grass Assasins 


Grass Assassins are relatively fun and easy to fight. They're 
slow when they're not charging, and they're nice big targets. 

But the fun is over when one gets you in its paralysis beam. 

Then you're stuck to the floor while it rips into you. Affected players can keep 
attacking, but can't turn to face the Assassin unless they can use a Zonde spell or a 
lucky gunshot to re-orient themselves. When you see a teammate get caught in its 
beam, rush in to help by applying rapid beatings to the Assassin to prevent it from 
getting in any hits. They only other time you must fear Assassins is when they 
charge. During that period, they're immune to attacks, so don't waste your tech¬ 
niques. 


Poison Lilies spit blobs that Poison or Paralyze Human and 
Newman characters. Poison victims can use the Anti tech¬ 
niques, but Paralysis victims must use an Antiparalysis or have 
a teammate use Anti for them. If neither of these are an option, let yourself get hit 
by the spit again to toggle your status back to Poison. 

Since Androids are immune, they should handle the Lilies if possible. Handguns 
have longer range than Poison Lilies, so even gun-wielding non-Androids can kill the 
Lilies safely if they're careful. The spit has the same range as Foie, so Forces should 
cast carefully and run away, whereas Hunters should run in a spiral to avoid the 
shot. Don't get too close-they also have a close-range bite. Lilies point straight up 
and flash red when they're on the brink of death. Finish them quickly or they'll 
explode in a burst of paralyzing powder. And you won't get any EXP. 


The noble Rag Rappy: It's hairy, soft, cute, so lovely and 
pretty! It's hard not to feel a little bit guilty about beating 
the crap out of these fuzzy Phantasy Star series mascots, 
but if you want their items, you'll have to do it twice. After the initial K.O., 
watch over their bodies until they rise to make their escape. Smack ‘em on 
their way out, and their treasure is yours. Note that if you hit a Rappy with a 
gun before it notices you, it will immediately turn and bolt. You won't get any 
items or EXP, but it's a good way to avoid a dangerous confrontation with 
super-tough Hard mode Rappies. 
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Hildebears typically jump into battle from off-screen (smashing whoever they 
land on), and proceed to senselessly pummel anyone nearby. If everyone is far 
away, they'll either jump closer or shoot fireballs. 

In single-player mode, Rangers and Forces should run away, always staying 
just out of fist range, but not so far that the Hildebear will jump. Every few sec¬ 
onds, use Zonde or turn and fire a three-hit burst, and you'll be safe as-long 
as you have room to run. In multiplayer mode, have Hunters act as decoys, 
running in circles to distract the Hildebear while the rest of the party uses long- 
range weapons and spells from a safe distance. 


There are no Boomas or Evil Sharks in Episode II —instead, you face 
Dimenians and La Dimenians right off the bat. (So Dimenians join the fun 
in VR Temple Beta.) Forces need to be extra vigilant about matching the 
-Ight technique to the right kind of Dimenian. Standard Dimenians are 
-ighly flammable, and La Dimenians have an aversion to ice. 


Reaching the northern portion 
of VR Temple Alpha requires you 
to: 1 ) shut off the two red laser 
barriers near the center of the 
temple by deactivating the match¬ 
ing terminal, and 2 ) hit the switch 
in the room east of those barriers 
to make a bridge appear. 

Two rooms south of Warp B, 
there's a hidden walkway that 
we've marked on the map. There's 
a fireball-spewing pillar and a 
Droken wall on the walkway, but 
it's the only means of getting to 
Warp B, which leads to six brown 
chests. 
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To VR TEMPLE BETA 
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^Strategy Data 


The Boss Warp^ \y y 


The red one-way Boss Warp transports you to the showdown with Barba Ray. 
You must defeat all enemies in the room for the warp to activate. If you're ^ 
Dnline, you'll also need to assemble your entire group before you say yes at 
:he prompt (assuming no one wants to be left behind), because the transporter 
won't be usable again until the boss is defeated. 



Telepipe Tricks 


Before the boss fight, you may want to go to Pioneer 2 to heal, sell junk, and stock 
up on supplies. But even if you don't want to visit town, drop a Telepipe. That way, if 
you lose the boss fight you can go straight back to the Boss Warp instead of having 
to walk through Temple Beta again. If you're online, have two characters make 
Telepipes. If everyone only uses the other players' pipes, they'll never go away. 



r Enemy Data 


Dark Belra_ 


Giant, oafish Dark Belras are the toughest enemies in the Temple. Rangers and 
Forces should take them out at medium range (if you're too far away, they ll 
shoot their claws at you). Hunters may have to get up close and spar with 
them, risking their powerful arm swipes. Fortunately, all the tricks you used 
against Hildebears are effective against Dark Belras, except that the Belras 
aren't so good at chasing. Their main technique weaknesses are the Zonde 
series and Grants, which totally wreck them. 

The most dangerous thing about Dark Belras is the incredible range of their 
tong-range claw attack. They'll hit you from across tfie^room if you're not careful. 



So Dimenian 
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If you're jumping right into Episode II without having completed Episode I, you'll 
have a tough time in VR Temple Beta. The place is swarming with enemies, and the 
Dark Belra's long-range claw attack can kill a low-level character with one hit. If you 
insist on only playing Episode II, you're going to have to take it slow here. Use the 
time-honored P 50 tradition of stepping into a room, firing off a quick three-hit 
combo, and then stepping back through the doorway to safety. 
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Boss,\ 


The Barba Ray is the result of an evolutionary simulation performed by 
the Lab, showing how the De Rol Le from Episode I could evolve if 
released to the open sea. As with its predecessor, opportunities to really 
hurt Barba Ray don't come along often, so the key to victory is to 
exploit them when they do and dodge like a madman the rest 
F the time. Its first attack is a series of glowing white balls. 
Either carefully weave between them, or run to the far cor¬ 
ner of the raft where you probably won't get hit by more 
than one. Next, a row of Pig Rays is lined up along one 
side (and later, sometimes two sides) of the raft. Move to 
the opposite side, and when the first Pig Ray charges, run 
across to avoid the lot of them. After that, spikes begin to 
hoot up through the raft. They inflict damage, and any character 
t comes in contact with them will be poisoned. In single-player mode, 
simply keep moving to dodge them. In a group, keep an eye on where 
everyone else is going, because the spikes will be right behind them. 

When the Barba Ray finally flops onto the raft, it releases a damaging 
red mist. Keep your distance until the mist dissipates, then move in and 
start hacking. Later on, Barba Ray will stand up and fire laser beams, 
which you can avoid simply by running from side to side on the raft. A 
group will need to get in sync, or someone will get hit. 


HUNTERS 


With a Sword or 
Partisan, Hunters can 
hit Barba Ray sometimes 
when it's swimming along¬ 
side the raft (yet another 
reason to play Episode I 
first). The real plus, howev¬ 
er, is the damage they can 
dish out when Barba Ray 
onto the raft. Aim for the 
back of the neck, and either 
weapon will hit for heavy damage in three 
places with each swing. 


RANGERS 


Rangers are a 
mixed bag here. They 
can hit Barba Ray dur¬ 
ing the laser blast phase, 
but be conservative—do 
one 3-hit combo, dodge, 
then repeat. They can also 
hit Barba Ray while at sea, 
especially with Rifles, 
although that's not easy. 
Unfortunately, Rangers can't do as 
much damage as Hunters can 
when Barba Ray is on the raft. 


FORCES 


At higher levels, Forces 
can eat the Barba Ray 
and spit it out in record 
time. That’s because 
Razonde simply devas¬ 
tates this boss. It hits in 
seven different places, 
and can hit while the 
Barba Ray is alongside the 
raft. Unfortunately, low- to 
mid-level Forces aren’t so hot. 
Outside of their healing contribu¬ 
tions, they don’t have much to offer except 
Zonde. In a large group, Shifta’s nice too. 



































VR Temple Beta is practically overflowing with treasure. Warp A leads to an especially lucrative area that contains 
a total of nine brown chests. The terminal to deactivate the blue laser barriers blocking your path is on a hidden 
walkway on the southern part of the map (directly in front of three gray chests). 

Things can get pretty hairy in the room with the purple terminal, thanks to six fireball-spewing pillars and wave 
after wave of enemies (including a Dark Belra). Fortunately, there's a healing rig on a hidden walkway in the previ¬ 
ous room. 
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New Traps and Conditions 

Weird yellow traps throughout VR Spaceship 
Alpha can inflict you with Slow Motion or 
Confusion. Both status ailments go away by them¬ 
selves in a few seconds, but the traps are usually 
set on the battlefield, and they can get you killed 
in that time period. Slow Motioned characters run 
and attack at half speed, and Confused characters 
have no control of their directional movement 
(you don't attack friends though—only enemies 
do that). 


Drop Traps 

The Drop Trap is every bit as dangerous. It falls 
from the sky, so neither Android sight nor Trap 
Vision can detect them. When one hits you, a 
friend has to smash it within 2-3 seconds or you'll 
take damage. This means that in single-player 
mode, you'll always take damage unless you can 
avoid the traps. To do this, run in zig-zag patterns 
in large, empty rooms. 





Dark Rooms 

Certain rooms in VR Spaceship Alpha are pitch 
black. To turn the lights on, you'll need to find and 
activate a glowing switch, which is sometimes in 
the room next door. Runners should carefully 
watch their radar for nearby enemies, and other 
players should cover runners' back by intercepting 
the monsters themselves. 


Enemy Data 



Hidoom 


Resistances 




S Garanz 




] Resistances 




EFR 90 


„ - 


ElC 20 




' ETH 90 

1 ' ’ 

1 V- 


ELC 50 


i L i 

r* 

EDK 38 


* t" 


ESP 42 

HP 

Normal 

Hard 

V.Hard Ultimate 

Oflline 

653 

1258 

1664 3133 

Online 

939 

1846 

2312 4635 

XP 

Normal 

Hard 

V.Hard Ultimate 

Either 

19 

66 

123 345 


Migium 

1 Resistances 

EFR 75 

ElC 45 


# 

% 


ELC 45 
EDK 0 
ESP 5 

HP 

Normal 

Hard 

V.Hard Ultimate 

Offline 

380 

895 

1282 2450 

Online 

500 

1240 

1675 3350 

XP 

Normal 

Hard 

V.Hard Ultimate 

Either 

8 

48 

101 290 


HP 

Normal 

Hard 

V.Hard 

Ultimate 

Offline 

380 

895 

t 1282] 

2450 

Online 

500 

1240 

1675 

3350 

XP 

Normal 

Hard 

V.Hard 

Ultimate 

Either 

7 

47 

99 

285 


Pan Arms 


Resistances 


EFR 10 
L ElC 10 
' " ETH 10 


hp Normal Hard V.Hard Ultimate 
offline 570 1148j;154812925" 
Online 670 1475 1922 3809 
xp Normal Hard V.Hard Ultimate 





Pan Arms 


The Pan Arms in Episode II are a 
bit different than their counterparts 
from Episode I. This time, they're 
actually more susceptible to physi¬ 
cal attacks when they join as a sin¬ 
gle entity. Their attack options in this 
state are still limited to Fire and Ice 
beams fired from the green things 
on their chests. The beams are very 
easy to dodge, and present more of a threat to the other enemies than they 
do to you. Therefore, squeeze in as many attacks as possible before the Pan 
Arms split. 

When they do split, you'll have two enemies to fight. Hidoom and Migium 
are far less vulnerable to physical attacks in Episode II, yet both are still 
quick and dangerous. Hidoom's sword inflicts heavy damage, while 
Migium's casts Jellen and Zalure on its victims. Unless your character is 
pretty burly, it's best to step outside the room and wait for the two to rejoin. 

Apart or together, the Pan Arms have a lot of HP, resulting in a lengthy 
battle. Sadly, the amount of EXP you get is always dismal, so just skip the 
Pan Arms whenever you can. 




Garanz 


The Garanz initially has only one 
attack—it fires a volley of heat-seeking 
missiles that follow you around the 
room. High-level Rangers equipped 
with a Rifle can deal with the Garanz 
from far away, because a Rifle's range 
is greater than that of the Garanz's 
missiles. All other characters should 
run circles around the Garanz to cause 
its own missiles to slam into it. This does more damage than most of your 
weapons or techniques, and it's a heck of a lot more fun. Be careful when 
you break off the Garanz's armor, however. When you do that, it starts to 
drop land mines in addition to firing heat-seeking missiles. Fortunately, it 
won't last long without its armor. 



































Resistances 



Barbarous Wolf ] 



| Resistances | 


EFR o 

> 

S/r 

yf m 

ElC 60„ 

ETH 30 


fi W 

ELC 20 
EDK 15 


ESP 27 

I HP 

Norma/UHard|JV.Hard Wlwnate 

Offline 

254 728 

1106 2135 

Online 

324 997 

1420 2875 

XP 

Normal Hard 

V.Hard Ultimate 

Either 

12 55 

109 310 


EFR 50 


* f/j pLe 50 1 

J " «j[35 

. ESP 15 

hi’ Normal Hard V.Hard Ultimate 

Offline 391 | | 910 111297 112478 
Online 480 1212 1646 2396 

xp Normal Hard V.Hard Ultimate 

Either 15 60 115 325 


Gillchics 


The wolves in Episode II are a bit stronger than their counterparts from 
Episode I. They still only attack when your back is turned, however, so if you 
keep them from circling behind you, you can kill them with ease. They're par¬ 
ticularly easy for Forces, since you'll automatically turn to face them whenever 
you cast Zonde, the best spell against both types. 

Barbarous Wolves are the leaders, so if you kill them first, all the Savage 
Wolves will howl and cast Zalure and Jellen on themselves, lowering both their 
attack and defense. 


As the only enemies b r ight enough to use a shield (or rather, a mutated left 
arm), the Delsabers' evasion ability is extremely high. In a single-player game, 
you must attack until you get a shot through, or use long-range hit-and-away 
tactics. But don't get too far way from the Delsabers, or they'll leap and nail 
you with their sword, in multiplayer games, have one player hold their atten¬ 
tion while the other players circle around and stab them in the back. Forces 
should use Ice spells to freeze 'em in place, or just hit them with Grants (if 
available) and run away. 


Ranged weapons are best versus Gillchics. They keep you out of range of your 
foes' Slow Motion-inflicting double punches, and they give you the opportunity to 
hit the fallen Gillchics while they're down. Any hit will knock a Gillchic to the floor, 
but if you continue with the three-hit combo, the next two hits will also do damage. 

Guns also give you the opportunity to wipe out the whole pack from a distance, 
before they can lumber toward you or even register your existence. The only threat 
is that they sometimes fire back. If a Gillchic stops moving, it means it's preparing to 
fire; you'd better be ready to hit it first. 
































VR Spaceship Alpha has its share of goodies, but it's no walk in the park. As you enter the dark room marked on the map, 
turn right immediately and head for the switch. The second wave of enemies in that room includes a Delsaber, which you 
do not want to face with the lights out. From there, head north and take a short detour to the room that contains n brown 
chests. All that stands in your way of obtaining that bounty is a pair of fireball pillars and a press trap. 

Far more dangerous is the nearby room marked with four pillars, two of which can freeze you. These ice pillars can be 
downright deadly for a low- to mid-level character, so proceed with caution. If there's a Ranger in your party, have him take 
out the pillars from long range. 
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'Strategy Data 



P °T S he ,1 pu , !Se rooms on the following maps denote poison areas. Waves of toxic gas wash over you in these rooms, restricting your vision and sapping your 
up i,.c| a c in dark moms vou must fieht vour wav to a switch and hit it to return the room to normal. 

' The enemies in these’rooms tend to be tough, and the switches are rarely close to the entrances. Don’t risk too much to get to them, because the poison 

isn't that dangerous. 


ENEMY DftfA 




T ^ 

CaiflTIll^rl 





hp Normal Hard 


Normal Hard V.Hard 
2 II 15 H 30 



HP | 

Normal Hard V.Hard Ultimate 

Offline 

150 j [ 615 ! 975 1 12413 

Online 

! 250 1! 790 11279 ||3594 

XP 

Normal Iff Hard jjV.Hard Ultimate 

Either 

O II O II 0 II 0~ 


K3S 


os Sorcerer 


The Chaos Sorcerer is three enemies in one: The Sorcerer itself, and its crystals. Bee L and Bee R. You can destroy 
the crystals, but your best bet is to focus on the Sorcerer itself. Swords and Partisans are fun because they can hit all 

three enemies. In the technique department, Fire spells work best. 

One crystal will rise when the Chaos Sorcerer prepares to cast a spell. If the Bee glows red, it will cast Zonde (which 
you cannot dodge). If it glows white, it will cast Barta (which you can run away from). After using a technique or taking 
a few hits the Chaos Sorcerer will teleport away. Watch the map in the corner of the screen, and if there are no 
Delsabers in the room, attack as soon as the Sorcerer reappears. Delsabers are slightly more dangerous in Episode II, 
but once they're taken care of, defeating any Chaos Sorcerers in the room should become your top priority. 


Dubchics are basically just Gillchics with a stronger will to live. Smash them to pieces and 
they just reform, possibly minus an arm or two. If you stick with it, they'll actually die for good 
after their fourth or fifth dismemberment. But the better strategy is to simply destroy the 
Dubwitch, which is the brown orb with the yellow spikes that controls the Dubchics. Take it out, 
and they all go boom. 

The Dubwitch likes to hide in the ceiling, which takes it out of reach of everything but guns 
(yes, you can hit it on the ceiling, even though you won't see the targeting cursor). Hunters and 
Forces will probably have to lure the Dubchics away and wait for their opportunity. 
















































Boss Data 


The Gol Dragon is quite a bit more difficult than the garden-variety Dragon Boss 
from Episode I. For starters, the Gol Dragon's breath isn't limited to Fire—it can also 
breathe Lightning and Ice. Because the breath is swept back and forth in a 120- 
degree arc, the Ice variety is especially dangerous. It can freeze your char- 
^ acter in place, and then strike repeatedly to inflict massive damage. Stay 
outside the breath's range, and start running around the Dragon's side. 

When it's finished exhaling an element, it'll teleport closer to you and 
' leap into the air. Run away a little bit (and either farther to the side or 
behind the Dragon), or a shockwave will hit you when it drops back 
down. When the shockwave subsides, move in and attack. The Dragon's 
T head and feet are most vulnerable, but since the head is almost constantly 
moving, the feet make a better target. After spewing another round of ele¬ 
mental breath, the Dragon will fly to the center of the room and start to spin as it rains 
elemental attacks (either Fire, Ice, Lightning or a Fire/Ice combo). Keep moving, and try 
to run behind the Dragon so that you're in position to attack again when it lands. 

When it's about halfway dead, the Gol Dragon will burrow into the ground and re- 

emerge with a doppelganger. Both Dragons 
use the attacks described above, though 
this time not in a discernable pattern. 

Focus your offense on one of them, but 
keep an eye on the other one at all times; 
getting hit in the back with Ice breath can 
finish you off in a hurry. After sustaining 
hundreds of points of damage, your first 
target disappears. Vanquish the remaining 
Dragon to end the battle. 


Gol Dragon 

T Resist ances 

EFR M. 


V' ETH 70 

ELC 60 

jfiJK 100 

£gp 100 

hp Normal Hard V.Hard Ultimate 
Offline 4800115900 8900 9900 
Online 7500 (11500 1750024500 
I xp Normal Hard V.Hard Ultimate 
- ~ 118100 11590 




HUNTERS 


A Hunter equipped 
with a Sword or a 
Partisan can hit both of 
the Dragon's feet with eacf| 
swing if the Hunter gets 
close enough. Beware of 
those feet when they start 
moving, however. If they 
come in contact with you, 
"they'll inflict damage and pos¬ 
sibly knock you down. Also, start 
running as soon as the Dragon leaps into the 
air. Because Hunters have to move closer to 
attack, they have a little farther to run to avoid 
the shockwave when the Dragon lands. 


RANGERS 


1 Rangers can't do as much 
damage as Hunters, 
but at least they don't 
have to worry about being 
f trampled as they get their 
f shots in. Aim for the feet 
(get behind the Dragon so 
its wings don't get in the 
way), and use Draw 
weapons if you got 'em. Rifles can 
nail the Dragon in the air, but not 
with much consistency, so just 
use whichever gun does the 
most damage. 


FORCES 


[The Gol Dragon’s glaring 
■ weakness is Ice. Barta’s 
[pretty weak, but Gibarta is 
Vamazing, doing heavy 
' damage to any of its body 
[ parts. Try to aim for its 
. body or feet, though, since 
*its head and wings are 
almost constantly moving. You 
r can also pester the Gol Dragon 
in the air with Zonde tech¬ 
niques, and as always, Forces should 
help out the party with Resta, Shifta, and 
Deband. 













































This map is pretty straightforward (you're basically traveling in a circle), and the few detours are short, relatively 
safe and-for the most part-worthwhile. The challenge comes from the sheer multitude of enemies on the mam path. 
Mmost every room-including the dark and poisoned ones-contains two or more waves of opposition. 

YouTl also run into a lot of traps here. The trickiest are a pair of Drop Traps in front of the gray chests in the north 
central room. To avoid the traps and reach the treasure, hug the north and south walls respectively. 
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GAL DA UAL ISLAND 

ifter you defeat the Gol Dragon, speak with the Lab Chief, her assistant, and 
EUy to learn about your next mission and gain access to the other trans- 
porter. That transporter leads to the Central Control Area of the research 
facility on Gal Da Val Island. To open the facility's main gate, you must dis¬ 
arm the security locks in each of the surrounding areas (jungle Area, 
Mountain Area, and Seaside Area). You can tackle them in any order via the 
Transporter outside the gate, but we’ll cover them alphabetically. 


Computer Terminal 


The computer terminals scattered about the island have two functions. 

•Access" informs you whether or not the security lock in that particular area 
-as been disarmed yet Oust in case you forgot). "Search Log" is a little more 
-teresting. It downloads either a piece of analysis detailing some aspect of the 
s and’s enemies, or a message log from the man you're looking for—Heathcliff 
r owen. You can then access this data via any of the island's communication 
•erminals. Reading Deputy Commander Flowen's message logs isn't required, 

: jt it does flesh out the game's storyline 


Gees are to bees as Mothmants are to moths. Sure, the latter can be 
snnoying, but the former are actually capable of hurting you. Gees zip 

around at incredible speeds, and 
fire their stingers at you from 
above. They often blend into the 
background and can be difficult to 
keep track of, so keep an eye on 
your radar to pinpoint their posi¬ 
tion. Exterminating Gees should 
primarily be the responsibility of 
the Rangers and Forces in the 
party, since Hunters can only hit 
them when they fly down to attack 
up close. 


Floor Traps are usually concealed with photon 
camouflage, so neither Android sight nor Trap 
Vision can detect them. When you trigger one, a 
friend has to smash it within a few seconds or 
you'll take damage and possibly be shorted out. 
There's no way to break free of these traps in 
single-player mode, so stick close to the walls 
whenever possible to avoid them. 
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Meriltas 


V.Hard Ultimate 


Meriluas and Meriltas 
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Offline 341 ;i 844 1227 235 3 
Online 1 391 l | l090 11 1517 lj 3056~ 
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13 56 111 315 


Sinow Berills 


The latest model in the Sinow series of robots, Berills 
are equipped with photon camouflage that enables them 
to go undetected by radar. Fortunately, they aren’t com¬ 
pletely invisible to the naked eye, and an enemy data 
box will appear in the lower left-hand corner of your 
screen when one is in front of you. Sinow Berills usually 
lumber toward you until they're close enough to punch, 
but if you attack from too far away, they may retaliate 
with a leaping slash that crosses the distance between 
you in no time. After throwing four punches (which are 
easy to dodge), Berills jump back, and sometimes tele¬ 
port and/or surround themselves in flame —be on your 
toes. Their camouflage is temporarily disabled when you 
score a couple of hits, but it’s reactivated the next time 
the Berill teleports. 
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Zol Gibbon 
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Gibbons typically travel in packs, and although they're not the most aggressive ene¬ 
mies on Ragol, they can be a real pain in the butt (especially Zol Gibbons). Their evasion 
is high, and they jump around a lot, making it difficult for Hunters to hit them with much 
consistency. Rangers and Forces, with their long-range attacks, should have more suc¬ 
cess. 

The Gibbons occasionally swipe at you with their claws, but their primary means of 
offense is an elemental strike. Ul Gibbons cough up fireballs, and Zol Gibbons have an 
Ice attack that can freeze your character. Zol Gibbons, therefore, should always be 
first targets. 


Merillias and Meriltas start out rooted in the ground, where they can't be 
targeted by weapons or techniques. As you approach, however, they'll pull 
themselves out and shuffle toward you. Merillias are among the least-threaten¬ 
ing enemies in the game: they're slow, their attacks have an extremely limited 
range, and they run away after you hit them a couple of times. Meriltas, on the 
other hand, are a little faster (though 
still no speed demons), they don't run 
away, and they counter your attacks 
by releasing a blue toxin. This toxin 
deals significant damage and can 
Poison Humans and Newmans. 

Fortunately, it doesn't have much of a 
radius, so once you incite the Meriltas 
out of the ground, try to take them out 
from long range. 





























TO JUNGLE 
AREA EAST 


.igle's maps are much smaller and less complex than the VR areas, which is 
; rx>d thing and a bad thing. It's a good thing because completing an area no 
like a marathon. It's a bad thing because there isn't nearly as much trea- 

ind. ' - 

decide to go after the two brown and three gray chests at the dead end on the 
be prepared to encounter a Sinow Berill on the way back. Also note that 
i i healing rig on this map, tucked away in a hidden area off the south bend. 
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START 


This map is about as simple as it gets. 
The only matter of note is that you can 
smash those rocks near the starting 
point to reach six brown chests (and 
encounter a Sinow Berill). You can tell 
whether you can smash a pile of rocks by 
the impact graphic that appears when 
you strike them. 


TO CENTRAL 
CONTROL AREA 


Each of the regions surrounding the Central Control Area on Gal Da Val Island 
is inhabited by a mini-boss. In the Jungle, that mini-boss is Mericarol. This giant, 
mutated plant appears after you've defeated the first three Merillias at the loca¬ 
tion indicated on the map. It spits a purple projectile at you that inflicts damage 
and can cause Confusion. If your character becomes Confused, keep moving the 
Control Stick—you're less likely to be hit by another projectile if moving around. 

Mericarol is even more dangerous up close, where its blades can cut you 
down without warning. What's worse, when it points its head straight up in the 
air and starts beeping, it's about to release a powder that deals more damage than anything you've encountered so 
far in Episode II. Low- to mid-level characters will be killed instantly! Fortunately, you have ample time to run away, 
and brave souls can even squeeze in a couple of attacks first. 

A far more sane strategy, however, is to stay as far away from Mericarol as possible. Its projectiles have the same 
range as a Handgun, so Rangers equipped with a Rifle can pick it off from afar. Everyone else should use hit-and-run 
tactics, dodging its projectiles and then attacking with a gun or technique. After it's about halfway dead, the Mericarol 
will slide down the hill and try to ram into you. As long as you're paying attention, though, you should be able to 
move out of the way easily. 
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The Poison Spitter is an organic lump that spews poison all around it. 
~-ey're not really hidden (although they can frequently be found in the middle 

of a clump of chests), so they're eas¬ 
ily avoided. To kill them, use a long- 
range weapon, or time your short- 
range attacks carefully. Stick around 
for a second afterward, and you 
might even get an item for it. 







' Enemy Data 


The Mountain Area's mini-boss may have a silly name, but don't let that fool you. Gibbles is one tough hombre, 
and if you get too close, he’ll pummel you into the ground to prove it. Maintain a safe distance, and when he leaps 
'to the air after lumbering toward you for a few seconds, keep moving to avoid getting pancaked. Upon landing, 
3ibbles will be stunned long enough for you to hit him with a three-hit combo. Once he snaps out of it, though, he'll 

block most short-range attacks and counter them with a dev¬ 
astating roundhouse. If you're attacking from long range, you 
may be able to squeeze in a couple of extra hits before he 
gets too close or decides to jump again, but don't get 
overzealous. The key to victory here is patience. 

Also, don't kill the Ul Gibbons that fight alongside 
Gibbles. The wave of enemies that replaces them includes a 
Zol Gibbon, and freeze attacks plus Gibbles can result in lots 
of unpleasantness. 










The Mountain Area is crawling with 
Gibbons. Always go after the Zol variety 
first to avoid being Frozen. Also, make 
sure your party is assembled and every¬ 
one is healed before you go through 
Warp A to tackle Gibbles. Once the battle 
commences, there's no turning back 
(unless, of course, you use a Telepipe). 




TO CENTRAL CONTROL AREA 
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[^STRIKER 

\A SCEPTER 


hllRAYGUN 

ft BEAM 

HiIgatling 

hll LAUNCHER 


Very Hard Mode Items 


^Techniques 


IHI Foie 

L 9-15 

IHI Barta 

L 9-15 

IBI ZONDE 

L 9-15 

BIGifoie 

L8-15 

BIGi barta 

L8-15 

BIGizonde 

L8-15 

IHI Rafoie 

l6-12 

Bl Rabarta 

Lb -12 

BI Razonde 

L 6-12 

Bl Grants 

L 6-12 

Bl Megid 

Lb -12 

Bl Resta 

L9-15 

IHLAnti . 

L 3-6 


IBIShifta L8-15I 

IBI Deband L8-15I 

IBIIellen 1-8-151 

IBIZalure L »~i 5 ! 

IB 1 


Ultimate Mode Items 


^Techniques 

BI Foie l 20 ^ 29 ] B Reverser 


BIBARTA L20-291 BSHIFTA L2Q^o1 


IBI ZONDE 


BIGifoie 

L 20 - 29 I 

BIGibarta L20-29I 

BIGizonde L21-30 | 

Bl Rafoie 

L 20-29 ; 

Bl Rabarta L20-29: 

Bl Razonde L20-29I 

IBI Grants 

L 20 - 28 | 

Bl Megid 

L 20-28 

Bl Resta 

L 20 - 30 | 

BIAnti 

LArZJ 


BI Zalure 

B 


L20-30 i 


L 20-30 : 


^Tdb’S SABER 


VlCALIBUR 


if\ BLADE DANCE 


aHgungnir ~ 


>Y*jD 15 KA 


P>IClUBCFlACMM 


[^STRIKER 


I^ISCEPTER 


RIvarista 


VISK- 235 W 


m&a 6 o vise 


CRUSH BULLET 


^Guards 

+ 

SHOCK FRAME 


king’s FRAME 

* 

DRAGON FRAME 


ABSORB ARMOR 


PROTECT FRAME 

|0 

FREEZE BARRIER 


PSYCHIC BARRIER 


GENERAL SHIELD 


PROTECT BARRIER 

0 

GLORIOUS SHIELD 

Average level of 

Armor “Units” in this area: 

|©| ★*★★★★ 

---- 


I^Arms 

jH db’s saber 

CALI BUR 

if\ BLADE DANCE 

^GUNGNIR 

VlDISKA 


CLUB OF LACONIUM 1 

P* 

STRIKER 

La 

SCEPTER 

ft 

VARISTA 

h* 

VISK- 23 SW 

h* 

m&a6o VISE 

b* 

CRUSH BULLET 



Guards 


I tl PROTECT FRAME I 

IGENERAL ARMOR I 

M PERFECT FRAME 


I #1 VALIANT FRAME 


IMPERIAL ARMOR 


0 I GLORIOUS SHIELD 


01 IMPERIAL BARRIER 


0 l GUARDIAN SHIELD 


0 I DIVINITY BARRIER i 


01 ULTIMATE SHIELD 


Average level of 
Armor “Units’* in this area: 


[ (g) | ******** 


v*? Guards 

|f*lPROTECT FRAME 

#lGENERAL ARMOR 


IMPERFECT FRAME 

I#!VALIANT FRAME 


1 *#*1 IMPERIAL ARMOR~ 


01 GLORIOUS SHIELD 


IMPERIAL BARRIER 


GUADIAN SHIELD 


DIVINITY BARRIER 


01 ULTIMATE SHIELD 


Average level of 
Armor “Units” in this area: 


H 


© **★*★★★★ 


































































































































































































































































































































































































































hp Normal Hard V.Hard Ultimate 

mine 880 1560 1982 3700 

o-Sne 1250 2275 2763 5375 
xp Normal Hard V.Hard Ultimate 
alter 51 119 187 505 


Gi Gue 


The mini-boss in the Seaside Area is a giant queen 
Gee called Gi Gue. Like Mericarol, it fires damaging 
projectiles that can cause Confusion. Unlike 
Mericarol's projectiles, however, these have a limited 
tracking ability. There are also numerous Gees and 
Poison Spitters in the 11 room", so you'll need to break 
out some serious dodging skills to survive. 

Gi Gue flies low enough for you to strike it with 
melee weapons, but after taking a couple of hits, it'll 
try to put some distance between the two of you. Stay 
on the oversized insect, and attack aggressively. Just 
watch out for incoming projectiles as you give chase, 

anH hark off when Gi Gue surrounds itself with its ,. ,, . *.. 

shield Not only will your attacks miss while the shield is up, but Gi Gue will respond by firing a spiked ball ou 
rear end, causing a Passive explosion upon impact. The things some monsters will do to try to kill you.... 




The seashore here is gorgeous, but it's 
riddled with traps. Be especially careful 
in the water, where floor traps can spring 
up every few steps. The only detour on 
this map is to the south, where you'll find 
eight brown chests, a computer terminal, 
and a healing rig. The rocks west of these 
items will disappear once you've defeat¬ 
ed most of the enemies in the surround¬ 
ing area. 


TO CENTRAL CONTROL AREA 


START 





























Episode 2 


Data ^ 


Normal Mode Items 


Harp Mode Items 


IS^Arms 


Wgladius 

1 

W CLAYMORE 

1 

Wedge 

1 

Wberdys 

1 

WsAWCER 

1 

IPCLUB 

1 

[p STRIKER 

1 

IP scepter 

1 



hll RAYGUN 


nIbeam 


hll GATLING 


hll LAUNCHER 



G 

Guards 

I* 

SHOCK FRAME 

\t 

king’s frame 

!♦ 

DRAGON FRAME 

!♦ 

ABSORB ARMOR 

k 

PROTECT FRAME 


FREEZE BARRIER 


[PSYCHIC BARRIER 

19 

GENERAL SHIELD 

19 

PROTECT BARRIER 

la 

GLORIOUS SHIELD 

Average level of 

Armor “Units" in this area: 

|© | ★★★★★★ 


Techniques 


IBI Foie 

L10-12; H RESTA 

Lio-12 


111 Barta 

L10-12| IHAnti 

. L ^-4 


B ZONDE 

L10-12 1 IB! 



BIGifoie 

L 7 -Q IBI SHIFTA 

L 7-9 


BIGl BARTA 

L 7 -Q 1 IBI Deband 

. L 7'9 



IBIGiZONDE L 7 -Q 1 BIIeLLEN L7-Q 


Bl Rafoie l6-7| BIZalure L 7 -Q 


Bl Rabarta l6-7; B1 Ryuker 


B1 Razonde 


IBI Grants 

L4-7I 

IBIMegid 

14-7: 


^Tools 

^Techniques 

> 

Monomate 

m 

Foie L4-6I 

> 

Dimate 

pi 

Barta L4-6 i 

& 

Trimate 

H 

ZONDE L 4*6 1 


Monofluid 

BIGifoie L2-^ 



Difluid 

BlGlBARTA L2-3 



Trifluid 

BIGizonde L 2-3 


❖ 

"Antidote 

B! Rafoie L2-3 

HT1 Dadadta 1 9-0 


❖ 

Antiparalysis 

8 ™ 11 KABARTA 3 

SI Razonde L2-3 


❖ 

Sol Atomizer 

B Grants li 


❖ 

MoonAtomizer 1 

BIMegid li 


❖ 

fSTAR Atomizer ! 

Bl Resta L4-6 


❖ 

Telepipe 

BIAnti L2 


❖ 

Trap Vision 

Bl 


❖ 

Monogrinder 1 

Bl Shifta L2-3 


❖ 

Digrinder 

BlD eband L2-3 


❖ 

Trigrinder 

BIIELLEN L 2-3 


❖ 

Material(misc.) 1 

BIZalure L2-3 


❖ 

Scape Doll 

Bl Ryuker 




Very Hard Mode Items 


^Techniques 

Arms 


Guards 

Bl Foie L9-15 

IBI 1 

Wdb’s saber 

^1 PROTECT FRAME 

Bl Barta lq-is 

lH! Shifta l8-is 

WCALIBUR 

^GENERAL ARMOR 

Bl Zonde L9-15 

Bl Deband L8-15I 

P BLADE DANCE 

IT! PERFECT FRAME 

BIGifoie L8-15 

BIJellen L8-15: 

IPgungnir 

#1 VALIANT FRAME 

IBIGibarta L8-15 

IHIZalure L8-151 

5 H DISKA 

^#"1 IMPERIAL ARMOR 

BIGizonde L8-15 

s 



Bl Rafoie L6-12 


p 

CLUB OF LACONIUM 1 

01 GLORIOUS SHIELD 

Bl Rabarta Lb-12 

P 

STRIKER 

0| IMPERIAL BARRIER 1 

IBI Razonde L6-12 


SCEPTER 

01 GUARDIAN SHIELD 

B Grants Lb-12 

Nvarista 

01 DIVINITY BARRIER 

BIMegid Lb-12 

NIVISK-2^W 

01 ULTIMATE SHIELD 

Bl Resta L9-15 

R[m&a6ovise 

Average level of 

Armor “Units" in this area: 

BIAnti L3-6 

N crush bullet 

|© | ★★★★★★★★ 


Ultimate Mode Items 


Unarms 

a 

Guards 

bH BUSTER 


SOUL FRAME 

Wgigush 

t 

CROSS ARMOR 

W KNIFE 


SOLID FRAME 

W PARTISAN 

♦ 

BRAVE ARMOR 

U<iSLICER 

# 

HYPERFRAME 

pMACE 

0 

soul Barrier 

P POLE 

0 

HARD SHIELD 

P WAND 

0 

BRAVE BARRIER 

tIlockgun 

0 

SOLID SHIELD 

Hsniper 

0 

FLAME BARRIER 

■^Imechgun 

Average level of 

Armor “Units" in this area: 

Hshot 

ISI*** 1 


^Techniques 

IHArms 


€§> Guards 

IB! Foie L20-291 bIReverser 1 

IPdb’S SABER 

lH PROTECT FRAME 

Bl Barta L20-29 [g] Shifta L20-30 
[H! Zonde 1.20-29 1 IBI Deband L20-^ol 

Wcalibur 

■tlGENERAL ARMOR 

W BLADE DANCE 

t \PERFECT FRAME 

BIGifoie L20-29! IBIIellen L2o-^ol 

IPgungnir 

'?\ VALIANT FRAME 

BIGibarta L20-29I BIZalure L20-30 

W DISKA 

#1 IMPERIAL armor 1 

BIGizonde L21-301 IBI 



Bl Rafoie L20-291 

PIClubcfiaeum 

ISlGLORIOUS SHIELD 

iBI Rabarta L20-291 

Pi STRIKER 

[ 0 | IMPERIAL BARRIER 

Bl Razonde L20-29 

[PlsCEPTER 

I 0 IGUADIAN SHIELD 

Bl Grants L20-28I 

h* 

VARISTA 

| 0 |DIVINITY BARRIER 

BIMegid L20-28 

hi 

VISK- 235 W 

10 (ULTIMATE SHIELD 

IB! Resta L20-30I 

h* 

m&a6o VISE 

Average level of 

Armor “Units” in this area: 

BIAnti L4-7I 

b» 

CRUSH BULLET 

f© (★★★★★★★★ 


























































































































































































































































































































































































Sinow Spigells 

I Resistances 


Offline 


475 1022 
555 '1316 


Online 


Strategy Data 


Security Sensors 


Security sensors look a little bit 
<e red gates, but they swing back 
an d forth on one of their posts and the 
=sers in between move up and down, 
'.’ore importantly, pillars pop out of 
the ground if you come in contact with 
the lasers. Fortunately, it's fairly easy 
to get past the security sensors as 
long as you're not in too big a hurry. 
What better reason to slow down than 
to avoid having to deal with pillars? 


Bpss Data 


Gal Gryphon 

I Resistances 


Efr 

Etc 

ETH 

Elc 

45 

30 

70 

70 

Edk 

ESP 

100 

100 


hp Normal Hard V.Hard Ultimate 
offline 7000 9 500 1150013600 
Online 9000 1360 Q 2000030000 
xp Normal Hard V.Hard Ultimate 
Either 1200 3000 9900 1800 


Sinow Spigells are even more advanced than Sinow 
Berills. They have the same photon camouflage that 
enables them to go undetected by radar, but Spigells can 
take more damage before their camouflage malfunctions 
(and it still reactivates the next time they teleport). 

Furthermore, although Spigells follow the same basic pat¬ 
tern of throwing punches, jumping back, and then some¬ 
times teleporting and/or surrounding themselves in flame, 
their punches unequip your weapon in addition to dealing 
damage! If you need to re-equip, run back to the previous 
room or hallway— trying to do so in the heat of battle can 
be risky and will often cost you more HP. As if that weren't 
bad enough, Spigells can also heal themselves. 

Rangers and Forces should stay out of fist range (though not so far away that the Spigell will attack with its leaping 
slash) and fire as the Spigell approaches. The Spigells' evasion is extremely high while their photon camouflage is activat¬ 
ed, but they'll usually teleport after taking just a couple of hits. If a Spigell teleports right next to you, put some distance 
between you before attacking again. In single-player mode, Hunters should use hit-and-run tactics, preferably with a 
Sword or a Partisan. In multiplayer mode, they should act as decoys while the rest of the party attacks from long range. 


Efr 

z H 

15 

50 

1 m \ 

i B 

* Edk 
ESP 

50 

50 

28 

39 

V.Hard Ultimate 

111415 2688 

II1755II3499 


xp Normal Hard V.Hard Ultimate 
emer 2 1 70 127 355 


BB 


The Gal Gryphon's first attack is almost 
impossible to avoid—it swoops down and 
nails you with its huge wingspan. 

Fortunately, the rest of the battle isn't so 
difficult as long as you're patient and 
remain mindful of your position at all 
times. Following its initial strike, the 
Gryphon spits two or three green blobs 
that burrow into the ground and create 
character-seeking whirlwinds. These whirl¬ 
winds are slow and do relatively little dam¬ 
age, so focus on getting as close to the 
Gal Gryphon as possible. That way, when it 
swoops down to cross the circular battle¬ 
field, it'll fly right over you. Now turn 
around and give chase, but don't get too 
close or you'll be damaged by the impact 
when the Gryphon lands. 

On the ground, it has three attacks. If it 
rears up on its hind legs, it's about to fire 
two blue energy bolts from its horns, deal¬ 
ing heavy damage and sometimes causing 
the Short condition. Because the bolts fire straight ahead, they're easy to avoid by simply running to the Gryphon's 
side. If the Gryphon pauses after it lands, it'll either charge at you or stomp on the ground to cause a massive shock- 
wave. The shockwave has a much larger radius than the Gol Dragon's, and it does a heck of a lot more damage, 
potentially killing low- to mid-level characters instantly. If you're attacking from short-range, do a single 3- 

continued on next page 























hit combo while the Gryphon’s paused, then run away. It is possible to 
squeeze in two 3-hit combos and still have time to run, but discretion is 
the better part of valor. If the Gryphon charges, move close to its side. It 
has the turning radius of an eighteen-wheeler, so by sticking close, you 
can get it to run circles around you. After attacking, the Gryphon 
walks around for a little while, which is the perfect time to attack 
its feet from short range or its head from long range, just be 
careful not to get trampled underfoot if you're attacking up 
close. 

At first, the Gryphon sometimes performs only two 
HBr ground attacks before it takes off to repeat the pattern 

(green blobs, swoop, land). Once you've done some damage, 
however, it'll always do three attacks before taking off. 

The same strategies still apply, though. 


FORCES 


Rangers equipped with a 
Rifle are ideally suited 
for the Gal Gryphon 

M tn s ' nce ^ ey can ^ re at ' ts 

■ rm heac * ^ rom a 5a ^ e distance. 

■ yV Naturally, other kinds of 

k 1{ 4 guns can hit the head as 
| ^ well, but with them you 
^ still have to worry about the 
Gryphon's shockwave attack. Now 
is as good a time as any to invest , 
in a good Rifle (or find somebody 
to give one to you). 


Forces are sur- 
P r *singly potent offensively 
against the Gal Gryphon. 
■UrnHHFBoth Barta and Foie have a 
jlgreater range than its 
I jW wil shockwave attack, allowing 
■V you to cast them from a 

: 'U sa f e distance. Although 

B ® Barta does slightly more dam¬ 
age, we actually prefer Foie 
thanks to its rapid-fire speed. 
Plus it’s a bit cheaper, saving you 
more TP for Resta and Shifta. 


l'i 4 Sk The only part of the 

Gryphon that Hunters 

VI can hit consistentl y is 

1 the ^ eet> exce P t w ^ en ** 

A leans forward to fire its 

FW « ^ M m blue energy bolts. Then 
i Sv m W 1 Hunters can swipe at the 
' JE P* \ head to do twice as much 
•■■B damage per hit—but they 

must be very careful not to run 
^ into those bolts. If possible, use a 
Sword or a Partisan to attack from a bit far¬ 
ther away. 




START 


The only way this map could be any simpler is if it 
were a straight line (which it almost is, actually). But 
that doesn't mean that reaching the boss warp will be 
easy. The room before the long hallway is particularly 
nasty. There are traps scattered everywhere, and you 
must defeat three waves of Sinows (two pairs of Berills 
and a pair of Spigells) before the door will open. 


TO SURROI 




















































hllVARISTA 


Nvarista 


^ Item Data 


HarikMode Items 


Very Hard Mode Items 


^Techniques 


IBI Foie 

L9-15 

Bl 


Bl Barta 

. L 9 1 5 

BIShifta 

L8-15 

IBZonde 

L9-15i 

Bl Deband 

L8-15 


IHI GlFOIE 1-8^51 IBIlELlEN l - g7 15 


ivhDB’s saber 

Mflowen’s sword 


OGuards 


GENERAL ARMOR 


PERFECT FRAME 


IBIGibarta l 8-15 Bi Zalure l 8-15 


iXlSUCER OF ASSASSIN 


BIRAFOIE l6-12! 

Bl Rabarta L6-12 


Bl RAZONDE L6-12 


BIMEGID L6-12j 


Bl Resta 1-9-15 


^Techniques 


✓ISAWCER 


Bi Rabarta l6-8 


B'Gifoie 

l8-io 

BIShifta 

l8-io 

B!Gl BARTA 

l8-10 

Bl Deband 

l8-io 

BTGizonde 

l8-10 

HI Iellen 

l8-io 

Bl Rafoie 

L6-8 

Bl Zalure 

l8-io 


9 

GENERAL SHIELD 


PROTECT BARRIER 

S 

GLORIOUS SHIELD 


U *1 BLADE DANCE 


LsHgungnir 


imperial armor 


HOLINESS ARMOR 


Bl Grants 16-12 j 


1^1 CLUB OF LACONIUM 


^1 STRIKER 

>1 SCEPTER 


NCRUSH BULLET 


V 5- - S-:El3 


Average levee of 
Armor “Umtts" if 


131 ★★★★★★★ 


Bl Foie 

Lio-12 

!BI Resta Lio-12 

B! Barta 

Lio-12 

SAnti lv 4 

BIZonde 

Lio-12 

Bi Reverser 


0 Arms 

>Y*DB*S SABER 


CALI BUR 

RIPPER 

✓Iberdys 


Guards 

t\ KING’S FRAME 

'?\ DRAGON FRAME 


iH ABSORB ARMOR 


#1 PROTECT FRAME 


#|GENERAL ARMOR 


hll LASER 


PSYCHIC BARRIER 


IMPERIAL BARRIER 


VALIANT FRAME 


NviSK-23SW 

Nm&a6q vise" 


ULTIMATE SHIELD 


[^STRIKER 

[^SCEPTER 


hll VULCAN 


hll LAUNCHER 


Average level of 
Armor “Units” in this area: 


|{S) | 'k'k'k'k'k 


IMPERIAL BARRIER 


DIVINITY BARRIER 


GUARDIAN SHIELD 


Bl Razonde 


lo“8 


Bl Grants 


L 5-8 


BIMegid ls-8 


^Tools 

P 

Monomate 

P 

Dimate 

P 

Trimate 

jai* 

Monofluid 


Difluid 

lit 

Trifluid 

❖ 

Antidote 

❖ 

Anti paralysis 

❖ 

Sol Atomizer 

❖ 

MoonAtomizer 

❖ 

Star Atomizer 

❖ 

Telepipe 

❖ 

Trap Vision 

❖ 

Monogrinder 

❖ 

Digrinder 

❖ 

Trigrinder 

❖ 

Material(misc.) 

❖ 

Scape Doll 


^Techniques 


HTFoie- 

L 5-7 

Hi Barta 

ls -7 

BIZonde 

LS -7 

HIGifoie 

LV 4 

HI Gl BARTA 

LV 4 

HIGizonde 

L 3-4 

HI Rafoie 

L 2-4 

HI Rabarta 

L 2-4 

HI Razonde 

L 2-4 

HI Grants 

LI 

HI Megid 

LI 

Bl Resta 

L 5-7 

HI Anti 

L 2 

HI Reverser 

BIShifta 

L3-4 

HI Deband 

L 3-4 

Hi Iellen 

L3-4 

HI Zalure 

L ^-4 

Bl 


0 Arms 

if\ BUSTER 

^Igigush 

#\ KNIFE 

PARTISAN 

^ISLICER 

1^1 mace 

Wpole 

\A STAFF 

NLOCKGUN 

NSNIPER 

NMECHGUN 

NSHOT 



0 

Guards 

♦ 

CROSS ARMOR 


SOLID FRAME 

* 

BRAVE ARMOR 

* 

HYPER FRAME 

t 

GRAND ARMOR 

0 

HARD SHIELD 

0 

BRAVE BARRIER 

0 

SOLID SHIELD 

0 

FLAME BARRIER 

0 

PLASMA BARRIER 


Average level of 
Armor “Units” in this area: 


3 ★★★ 


^Techniques 

IBI Foie ^ 1-29 

HI I 

IBI Barta L21-29 


!H 

Shifta 121-301 

BIZonde L21-29 

IB 

Deband L21-30I 

IHI GlFOIE L 21-29 

HI Iellen L 2 V 30 I 

IBIGibarta L21-29 

Bl Zalure L 21 - 30 I 

HIGizonde L21-29 

Bl Ryuker 

IHI Rafoie L21-29 


HI Rabarta L21-29 

Bi Razonde L21-30 

Bl Grants L21-29 

BIMegid L21-29 

HI Resta L21-30 

IBI Anti . L4-7 


0 Arms 


Guards 

ylDB’S SABER 


#1 GENERAL ARMOR 

>vh flowen’s sword 1 


#1 PERFECT FRAME 

.vh BLADE DANCE 


VALIANT FRAME 

.rlBRIONAC 


iH IMPERIAL ARMOR 

vIsucer of assassin 


^1 HOLINESS ARMOR 

iP^ICLUB CFLAU 4 JVI 


0 1 IMPERIAL BARRIER 

L>l STRIKER 


0 |GUADIAN SHIELD 

1^1 SCEPTER 


0l DIVINITY BARRIER 

Nvarista 


0 |ULTIMATE SHIELD 

nivisk-235w 


0 1 SPIRITUAL SHIELD 

Nm&a6o vise 


Average level of 

Armor “Units” in this area: 

Nl CRUSH BULLET 


!=| ★★★★★★★★ 
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Enemy Data 



Recon 

j Resistances 



Efr 

20 

EIC 

20 

ETH 

20 

MjC 

20 

Edk 

60 

ESP 

0 


r m 


hp Normal Hard V.Hard Ultimate 

offline 75 490 855 168 8 1 

Online 160 1 771 11 1182 l g432| 

xp Normal Hard V.Hard Ultimate 

Either T rci TOO TO1 




OBOXES AND RECONS 


Recons were designed to be miniature patrol and reconnaissance devices, but 
like most machines on Ragol, they've gone haywire. Once a Recobox manufactures 
them, they spend most of their time floating overhead and dropping bombs. These 
bombs typically don't explode for a few seconds, but every once in while one has a 
short fuse, so move away as soon as possible whenever one lands next to you. 

Recons intermittently stop dropping bombs to descend on you and attack with 
their buzzsaws. These can knock over your character and do quite a bit of damage, 
so stay alert. The good news is that there can only be one Recon for each Recobox 
in the area. The bad news is that every time you destroy a Recon, a new one will be 
manufactured to take its 
place. The only way to cease 
this never-ending supply of 
Recons is to destroy the 
high-HP Recoboxes that pro¬ 
duce them. If you're really 
bored, though, you can sit in 
front of a Recobox and keep 
destroying Recons to rack 
up experience points. 

Unfortunately, you only 
receive two EXP per Recon, 
so it’ll take about eight 
years to gain a single level. 




Recon 

AttributerMachine 




Dolmdarl 

W T Resistances 

i v EFfflTo 

} \ Etc 751 

41 I HI 

SsyS^ Elc 20 


hp Normal Hard 
Offline 333 833 

Online 399 1088 


Efr 

10 

Eic 

75 

ETH 

50 

Elc 

20 

Edk 

30 

ESP 

24 


V.Hard Ultimate 
11216 [12333 1 
1516 3053 


Normal Hard V.Hard UltimaU 

21 70 127 355 




Think of these guys as the successors to the basic Booma/Evil 
Shark/Dimenian enemies—they're fairly slow, they come in packs, and they 
attack with razor-sharp appendages. The Dolmolms' and Dolmdarls' tentacles 
have a longer reach than their predecessors' arms, however, and they can 
swing them fast enough to interrupt a weak-strong-strong combo. In addition, 
Dolmdarls counter short-range attacks with a force field that renders your char¬ 
acter immobile for a few seconds. This is bad enough when you're only battling 
Dolmolms and Dolmdarls, but if there are any Sinow Zoas or Delbiters about, it 
can be downright deadly. Therefore, always attack Dolmdarls from long range 

with a gun or technique. 
Hunters without either 
should act as decoys or 
focus on the other ene¬ 
mies in the room. 





The new Sinows just keep on coming. Zoas are similar to previous models, but 
as you might expect, they sport a few advancements. First, improved photon camou¬ 
flage makes them completely invisible to both radar and the naked eye. They 
become visible just before they attack, but you can spot them sooner via the enemy 
data box that appears in the lower left-hand corner of your screen, or by looking for 

their reflections in glass and water. Keep 
your eyes peeled, because Zoas' punch¬ 
es inflict massive damage and can cause 
Confusion. Furthermore, Zoas are more 
likely to attack with their powerful leap¬ 
ing slashes if you're not facing them, so 
locate any in the room as quickly as you 
can. 

Zoas don't jump back or teleport as 
often as other Sinows, but when they do, 
they sometimes fire a freeze attack that's 
far more dangerous than their predeces¬ 
sors' ring of flame. Fortunately, Zoas usu¬ 
ally prefer to walk stubbornly and slowly 
toward their prey, allowing Rangers and 
Forces to nail them repeatedly as they 
approach. Hunters should use the good 
oP hit-and-run strategy. 
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Deldepths initially materialize as spiked discs that move 
with remarkable speed. Though they often slam into you repeat¬ 
edly, your Barrier or Shield almost always blocks the disc, thus 
preventing you from taking damage. Your primary concern, 
therefore, is keeping a bead on the discs so you're ready to 
attack when they transform into humanoid form (it is possible 
to hit Deldepths in disc form, but not with consistency). At that 
point, you have about five seconds to strike before the 
Deldepths attack with an Ice technique. After taking a single hit, 
a Deldepth transforms back into a spiked disc to repeat the 
process. Make that one hit the strongest anyone in your party 
can deliver; for low- to mid-level characters, a Deldepth may 
still require four or five cycles to dispatch. 





Delbiters are the most dangerous non-boss enemy in the 
game. They charge at you as soon as they materialize, and since 
they're invisible at first, you have to rely on the sound of their 
hooves and your radar to get out of the way; otherwise you'll take 
massive damage. Hit or miss, the Delbiter becomes visible at the 
end of its charge. Move in close, and when it rears up on its hind 
legs to smack you, run to either side of it to attack. If you try to go 
head-on, the Delbiter will counter your attacks with a powerful 
laser beam. In addition, the yellow energy field that it emits from 
time to time can cause Confusion if you're standing in front of it. 
By attacking the Deleter's side, you're safe until the huge beast 
turns to face you again. Dodge its next attack and repeat the 
process. Don’t stray too far away, or the Delbiter will charge 
again. 




There are a lot of enemies in the poison room, so hit 
the red switch on your way there. Most of the detours 
on this map are relatively safe and rewarding, but to 
reach the eight brown chests to the south, you must 
defeat two Deldepths and two Sinow Zoas to open the 
door. What's worse, a Delbiter will be waiting for you 
on the way out. 




TO SEABED LOWER LEVELS 


















































































Episode 2 



k 12^ Tools 


Monomate 

y z 

Dimate 


Trimate 

1 

Monofluid 

1 

Difluid 

i\ 

Trifluid 


Antidote 

f ^ 

Antiparalysis 


Sol Atomizer 


Moon Atomizer i 

g; 

Star Atomizer 1 


Telepipe 


Trap Vision 

fm 

Monogrinder 1 

g 

Digrinder 

g 

Trigrinder 

g 

Material (misc.) 1 

g 

Scape Doll 


HI Foie 

ls -7 

H Barta 

LW 

BIZonde 

LS -7 

BIGifoie 

L 3 -S 

BlGl BARTA 

L^-A 

BIGizonde 

L 3 -S 

Bl Rafoie 

L 2-4 

Bl Rabarta 

L 2-4 

Bl Razonde 

L 2-4 

Bl Grants 

Ll -2 

SIMegid 

Ll -2 

Bl Resta 

L 5-7 

BIAnti 

L 2 

Bl 

BIShifta 

L 3"5 

Bl Deband 

L 3-5 

BIIellen 

L 3 -S 

BIZalure 

— 43-5 

Bl Ryuker 


vS- Guards 

NMSOLID FRAME 



^Techniques 

IB! Foie 

Lll -12 

[Bl Resta 

Lll -121 

Bl Barta 

Lll -12 

IBS Anti 

-13-41 

BIZonde 

Lll -12 

BReverser 

BIGifoie 

LQ -11 

BIShifta 

L 9 -U 

IBlGl BARTA 

LQ-U 

IBI Deband 

LQ -111 

BIGizonde 

LQ -11 

IBI 1 ELLEN 

LQ -111 

Bl Rafoie 

l 7 -S 

Bi Zalure 

LQ -11 

Bl Rabarta 

L 7-8 

HRyuker 

Bl Razonde 

l 7 -8 



IBI Grants 

l6-8 



BIMegid 

l6-8 




0 Arms 

^DB*S SABER 

^Icaubur" 

if\ RIPPER 

*lGUNGNIR~ 


if\ DISKA 


^iCLUB 


BATTLE VERGE 


^fire scepter: agni 


VARISTA 


LASER 


VULCAN 


ARMS 


a 

Guards 

!♦ 

dragon FRAME 

!♦ 

ABSORB ARMOR 

1 # 

PROTECT FRAME 

!♦ 

GENERAL ARMOR 

I± 

PERFECT FRAME 

1^ 

GENERAL SHIELD 1 

0 

PROTECT BARRIER 

te 

GLORIOUS SHIELD 

le 

IMPERIAL BARRIER ! 

te 

GUARDIAN SHIELD 

Average level of 

Armor “Units” in this area: 

[©!***** I 


EffiEfflESESJEM 


•^Techniques 

0 Arms 

HI Foie Lio-15 

Bl 1 

I* 1 db’s saber 

Bl Barta Lio-15 

BIShifta lcRsI 

Lv'Iflowen’s sword 

BIZonde Lio-15 

IBI Deband *- 9-151 

M BLADE DANCE 

BIGifoie i-9-15 

BIIellen L9-151 

I*1brionac 

BIGibarta l 9 15 

BIZalure 19-15 

[jHslicer of assassin 

BIGizonde L9-15 

Bl ■ 

U>Icluboflaconium 1 

W STRIKER 

1^1 SCEPTER 

Bl Rafoie L7-12 

Bl Rabarta L7-12 

Bl Razonde 17-12 


IBI Grants 17-12 

Nvarista 

BIMegid L7-12 

HvISK- 235 W 

Bl Resta Lio-15 

Nm&a6o vise 

BIAnti L3-6 

Nl METEOR SMASH 1 


& Guards 


♦ 

PERFECT FRAME 

♦ 

VALIANT FRAME 

♦ 

IMPERIAL ARMOR 


HOLINESS ARMOR 

* 

GUARDIAN ARMOR 

| 0 |GUARDIAN SHIELD 

| 0 |dIVINITY BARRIER 

| 0 |ULTIMATE SHIELD 

10 (SPIRITUAL SHIELD 

I 0 ICELESTIAL SHIELD 


Average level of 
Armor “Units” in this area: 


Q ★★★★★★★ 


Lu 


[•hi 


'IS' Techniques 


Bl Foie <-22-29 

Bi Reverser 


Bl Barta L22-29 

BIShifta L22-30 

BIZonde L22-29 

Bl Deband L22-30 

BIGifoie L22-29 

BIIellen L22-30 

BIGibarta L22-29 

BIZalure L22-30 

BIGizonde L22-29 

IBI Ryuker 

IBI Rafoie L22-29 



Bl Rabarta L22-29 


Bl Razonde L22-29 

SI Grants L21-30 

BIMegid L22-30 

Bl Resta L22-30 

BIAnti la -7 


IHArms 

Mdb’s saber" 


MfLQWEN’s SWORD 

1*1 BLADE DANCE 


LvHbrionac 


MSL 1 CER OF ASSASSIN 


1^1 Club cfiacnlnT 


^striker 


I^Iscepter 


r* 

VARISTA 

b* 

VISK- 235 W 

N 

M&A60 VISE 


METEOR SMASH 1 


s 

Guards 


PERFECT FRAME 

♦ 

VALIANT FRAME 


IMPERIAL ARMOR \ 


HOLINESS ARMOR 1 

♦ 

GUADIAN ARMOR 

19 

GUADIAN SHIELD 

l9 

DIVINITY BARRIER 

I? 

ULTIMATE shield 

b 

SPIRITUAL SHIELD 

la 

celestial shield 

Average level of 

Armor “Units" in this area: 

1© I ★★★★★★★★ 







































































































































































































































































































































































































































!I 


Normal Hard V.Hard 


Sinow Zele 


Resistances 


hp 8 

ominQ 665 1274j|l681 113163 
Online 845 1716 2175 42 82 

xp Normal Hard V.Hard 


omine 320 j| 816 '1198 2300 
online 596 1 11372 | |l814 3600 
xp Normal Hard V.Hard 


The healing rig in the 
northeastern corner of this 
map is a godsend after the 
preceding room full of Sinows 
and Morfos. Just watch out for 
the Delbiter that appears on 
the way back. Speaking of 
Delbiters.Jf you have any 
long-range attack capabili¬ 
ties, you can defeat them 
from atop the ramps in this 
area without suffering a 
scratch. Unfortunately, there 
isn't always a ramp nearby 
when you encounter a 
Delbiter (such is the case with 
the one mentioned above). 


START 


EMESStttM 


Morfos don't move very quickly (the in-game analysis refers to 
them as "floating walls"), but they don't have to since their laser 
attacks have unlimited range, and their Defense score is the highest 
in the game. Unless you're above level 25 or so, most of the weapons 
you've found up to this point won't do much more than 10 points of 
damage (in Normal mode). If you have any Thunder techniques, use 
those instead. Even a low-level Zonde cast by a Ranger or Hunter is 
highly effective. Of course, Androids can't use techniques, so defeat¬ 
ing Morfos can take a long time for them in single-player games. 

Watch out for the Morfos' feelers if you have to attack from short 
range. They may be tiny, but they pack a mighty punch. Also, after 
taking a lot of damage, Morfos erect a force field that makes them susceptible to weapons attacks from behind (i.e., 
their laser-blasting side). When they're almost dead, they'll drop the force field, start to spin around, and fire their 
lasers at a much faster rate. Finish them off as quickly as possible. 


Zeles are the final evolution in the Sinow robot series. They don't 
have any abilities that you haven't seen before, but they combine all 
of the best traits of their predecessors. Their punches do massive 
damage, and like the Spigells' punches, they unequip your weapon. 
Their photon camouflage is super-resistant, they teleport faster and 
more often than any other Sinow, and they fire the same freeze 
attack as the Zoas. With your experience dismantling Sinows, howev¬ 
er, you should be able to handle these guys as long as you remain 
patient and stay alert. 








































































































HUNTERS 


Unless they re equipped 
w ith a Handgun, Hunters 
t - can only attack Olga Flow 

when it’s at eye-level with 

US jwj tL jR the platform. In those 3 
. Taf yLM m instances, be sure not to 
W ■ stand in front of Olga Flow's 

Jjm\ jflf lL \ right arm and you should be 
J8 r ^ able to deal some heavy 

damage without taking any your¬ 
self. Spend the rest of the time dodg¬ 
ing like a madman, and try to con¬ 
serve as many hit points and recovery items as 
possible for round two. 


RANGERS 


Rangers are very effective 
against Olga Flow’s first 
form. Using a Rifle, 
you can attack at almost 
any time (when you’re not 
dodging, of course), from 
anywhere on the platform. 
When Olga Flow rises to fire 
its green projectiles, stand 
at the edge of the platform 
and blast away while the projectiles 
sail overhead. Just be ready to move 
again when Olga Flow changes its 
position. 


FORCES 


Using Fire techniques, 
Forces can basically fol¬ 
low the same strategy as 
Rangers. Plain old Foie 
works particularly well 
when Olga Flow rises to 
fire its green projectiles. 
If you have a good 
Handgun,though,you may 
want to use that instead to 
conserve TP for the next battle 
(and if you're in a party, for support 
techniques such as Resta and Shifta). 


The first of two battles with Episode ll's final boss takes place on an elevator platform. As Olga Flow circles the fight¬ 
ing area, you can usually tell which attack it's about to perform by the position of its head relative to the platform 
(keep in mind that Olga Flow is upside down). At eye level, Olga Flow will slash forward with its huge blade (#1). You 
can avoid this easily by standing to either side of its right arm; this is the best opportunity for Hunters to attack. 
When Olga Flow is hovering above the platform, it'll fire a volley of damaging green projectiles from its crossbow 
(#2). These are much easier to dodge than the Barba Ray's glowing white projectiles, and if you stand close to Olga 
Flow at the edge of the platform, they'll go right over your head. Rangers and Forces can continue to attack from 
long range, but traditional Hunters' weapons won't be able to reach. Lastly, when Olga Flow's head is below the 
platform (#3), it'll sweep its blade horizontally as it circles. Move to the opposite side of the platform to stay out of 
harm's way. 

Olga Flow has two additional attacks that it uses less frequently, but they are every bit as dangerous. 
When its crossbow hand starts glowing green, it's about to unleash a huge laser (#4). To avoid the blast, closely fol¬ 
low the hand along the edge of the platform-if you try to run away, you'll get nailed. Finally, if Olga Flow moves 
underneath or above the platform, it'll stab up or down repeatedly with its sword (#5). Watch the radar to track Olga 
Flow's position, and continue to move in the opposite direction. 








































































Olga Flow - Second Form 


Olga Flow's second form lies motionless on the ground until you come in 
contact with the luminescent orb fluttering around it (#1). That gives you an 
opportunity to recover from the previous battle and prepare for round two. 
When you're ready to rumble, touch the orb, and Olga Flow will stand up and 
start to walk toward you. Due to its colossal size, you'll only be able to hit its 
feet, so if you're attacking from short range, you have to be careful not to 
get flattened. In addition, many of Olga Flow's movements cause large 
pieces of rubble to fall from the ceiling, and you'll take heavy damage if one 
lands on top of you. 

When Olga Flow pulls back its blade, it's about to unleash a 
shockwave attack with unlimited range. This attack can go in any direction, 
so simply running to Olga Flow's side doesn't always work. 

Instead, stand directly underneath the boss, or better 
yet, behind a piece of rubble (#2). If 
you stay close to Olga Flow for too 
long, it'll start to gather blue energy 
(#3) for a devastating laser attack. 
You can run away from this attack, 
but that requires peaking out 
from underneath Olga Flow's feet 
every once in a while to see what 
it's up to. 

As if all that weren't enough, you 
also have to contend with two 
snake-like creatures called Gaels. 
These pains in your proverbial 
neck set traps (#4) that can cause 
Confusion, Short, and Frozen. You 
can kill the Gaels, but they come 
back to life after about 30 seconds, so it’s 
not really worth the effort. 


HUNTERS 


w Hunters are good 
against Olga Flow as 
long as they're careful 
not to get trampled. Since 
they have to attack from 
underneath the boss, they 
also need to be keenly 
aware of what it's doing at 
all times so as not to get 
^caught by that deadly laser 
attack. Hunters who do these 
things and have Resta can pretty much han¬ 
dle Olga Flow by themselves. 
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FORCES 


With their weak defense. 
Forces have a bit of a 
hard time against Olga 
Flow's second form. 
Grants does a fair 
amount of damage, but 
you should focus on 
avoiding Olga Flow's 
attacks (they can kill low- to 
mid-level Forces instantly) and 
supporting the rest of your 
party. You can put those TP to better 
use with Shifta, Resta, and Reverser. 


RANGERS 


I Rangers who attack with 
a Rifle and keep their 
distance only have to 
worry about Olga Flow's 
f shockwave attack and the 
f Gaels. The Gaels aren't too 
big of a concern, but when 
you see Olga Flow pull 
back its blade, take cover 
behind the nearest piece of rubble. 
The shockwave will conveniently 
destroy the rubble, allowing you to 
continue your assault immediately 
afterwards. 















































Battle training 
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The Hunter’s Guild Quests 


Quest Data Bar 

This box reveals the name of each quest, the game description, the 
client, and the reward. On the right are the prerequisites that must 
be completed to make the quest appear, and our suggestion for 
what level characters it is appropriate for. 


Monster Data 

At the Rag Rappv 

bottom of the 
page is a list . 

of enemies ^ 

that appear 

in the quest, _ 

along with " p T 

their Normal 
mode Hit Points and 
Experience Points. 


1. Battle Training 

14. Secret Delivery 

2. Claiming a Stake 

15. Soul of a Blacksmith 

3. Magnitude of Metal 

16. Letter From Lionel 

4. The Value of Money 

17. The Grave’s Butler 

5. Journalistic Pursuit 

18. Knowing One’s Heart 

6. The Fake in Yellow 

19. The Retired Hunter 

7. Native Research 

20. Dr. Osto’s Research 

8. Forest of Sorrow 

21. Unsealed Door 

9. Gran Squall 

22. Soul of Steel 

10. Addicting Food 

23. Doc’s Secret Plan 

11. The Lost Bride 

24. Seek My Master 

12. Waterfall Tears 

25. From the Depths 

13. Black Paper 

















































Your client will ask you to 
team up with a partner, a 
HUcast named Kireek. You 
need to meet him near the 
doorway in the Hunter’s 
Guild, and have him follow 
you back to the client before 
you can begin the quest. 



Exploit Kireek for Easy EXP 


At level 36 , Kireek can kill 
just about anything you’ll 
face with one hit. It’s tempt¬ 
ing to hide behind him and 
let him do all the dirty 
work, but you won’t get any 
EXP that way. Try to hit 
each enemy at least once (it 
doesn’t matter how little 
damage you do) so you can 
get at least 75 percent of 
the EXP bonus when Kireek 
flicks his wrist and severs 
their spinal cord. You’ll get 
100 percent of the EXP if 
you deal the final blow. As 
you fight, he’ll give you lit¬ 
tle tips about the battle sys¬ 
tem, so pay attention if 
you’re still hazy on the 
basics of combat. 



Battle Training: Monster Data 
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None (Initially selectable) 


! My father, Racton, has gone to claim 
land on Ragol. Find him.” 


Racton’s son 


700 Meseta 


2-4 (Normal) 


Talk to Racton First 


At least your client’s ornery 
father is easy to find: Just 
head north from the start¬ 
ing point, and you’ll find 
him hiding behind a 
crashed rocket. But he 
won’t come back with you 
until you recover the cap¬ 
sules he had used to stake 
his claim. 


Capsule 


kPSULI 


Locate the Three Capsules 


You’ll need to continue 
north through the area 
where you found Racton, 
looping around to the dead 
end in the northeast. There 
you’ll find a pack of angry 
Boomas and the first 
Capsule. Capsule #2 is just 
west of here, but the other 
door in Racton’s area is 
locked, so you’ll have to 
loop all the way around 
from the southwest to get 
there. There’s no NPC ally 
to aid you, but the enemies 
are fairly easy. The final 
Capsule is back near the 
teleporter to Pioneer 2 . 

Bring all three to Racton and 
he’ll Telepipe back to town, 
where your reward awaits. 


Pick up Some New Armor 


As you do the loop to 
Capsule # 2 , don’t miss the 
brown chest in the little 
nook in the southwest cor¬ 
ner (you’ll find the terminal 
that clears the laser barrier 
right besides it). Unlike 
grey chests, the contents of 
brown chests are pretty 
much fixed. This one always 
contains Armor or a Frame. 


Claiming a Stake: Monster Data 


Savage Wolf 


Monest 


Rag Rappy 


Gobooma 


Booma 






















































































Magnitude of Metal: Monster Data 


None (Initially selectable) 


Garon, trader 


“Retrieve items that were stolen on a trip 
back from Ragol.” 


Meseta £ *' 3 (Norma,) 


500 


Booma 


Savage Wol 


Rag Rappy 


HP 

HP 

45 

5 



HP KP 

60 5 


FOREST 1 MAP 


Battle Enemies Solo 


You only get a partner for 
the latter half of this 
quest, but that shouldn’t 
be much of a problem for 
even low-level characters 
since the enemies in this 
quest are limited to 
Boomas, Rappies, and 
Savage Wolves. Grab 
some EXP and learn to 
fight solo! 


Backtrack and Find the Lost Mag 


Find Elenor and Form a Party 


As you make the loop, 
Elenor will give you tips on 
raising and using Mags. 

But your ultimate goal, the 
lost Mag, is back at the 
beginning by the teleporter 
(funny how you missed that 
on the way in). Grab it, and 
then say farewell to 
Elenor... For the time being. 


You’ll find Elenor, the 
android associated with 
the missing Mags, at the 
point shown on the 
map. Tell her you’re 
looking for them too, 
and she’ll join up to 
help you search. 

Elenor isn’t as tough as 
Kireek, but at level 12 
she can put up a good 
fight. Since she uses a 
Rifle, you won’t get any 
EXP from hiding behind 
her unless you’re using 
a ranged weapon your¬ 
self. If you want your 
fair share of the EXP, be 
aggressive and stay on 
the front lines where 
you can connect. 

















































































“Dr. Guls, a biologist who’s crazy about 
Ragol’s native life, is missing. Find him.” 


Guls’ assistant 


Clear all Tier 1 quests 




3-5 (Normal) 


800 Meseta 


FOREST 1 MAP 


Battle The Rappy Menace 


It’s the “all-Rappy, all-the- 
time channel” in Forest 1 
today, but that doesn’t 
mean that it’ll be easy. Two 
or three Rappies are a 
snap, but ten can be a mas¬ 
sacre if you’re not careful. 
Forces who can do 30+ 
damage with a fireball will 
be fine with just Foie, but 
weaker Forces will want to 
line them all up and use 
Barta. Rangers should care¬ 
fully pick them off from the 
sidelines and run to the 
exits when threatened. 
Hunters have no choice but 
to wade into the fray, so 
bring a ton of Monomate if 
you’re at level 4 or less. 


Follow the Mystery Rappy 


Find the Lost Chao 


As soon as you step off the 
teleporter from Pioneer 2, 
you’ll notice a Rappy wan¬ 
dering around. You can’t 
hurt it, but you can talk to 
it, which makes it run away. 
When you catch it again at 
Point B, it will run off to 
Point C. Talk to it there 
three times to complete the 
quest. 


Unless you’re interested in obtaining a PSO-exclusive Chao for 
Sonic Adventure 2: Battle and Sonic Advance 1 & 2. If that’s the 
case, return to Pioneer 2 and speak to the client, but instead of 
collecting your reward at the counter afterwards, go back to 
Forest 1. In the area where you spoke to Dr. Guls (Point C), you’ll 
see three Rag Rappies staring at a point on the wall. Walk to that 
point, and the lost Chao will reveal itself and give you the Key 
Item Chao’s Mini Garden. Return to Pioneer 2 again, and you’ll 
find a giant Game Boy Advance terminal near the Hunter’s Guild, 
where you can download the new Chao onto your GBA via a link 
cable. 


It s hairy, soft, r.wte. 
so lovely and pretty...! 




HUNTER’S GUILD 


Rag Rappy 
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Jqnster Data 


Journalistic 


Hildebear 


Monest 


Barb. Wolf 


Savage Wolf 


Tier 2 




Clear all Tier i quests 
3-6 (Normal) 


Nol, journalist 
1,200 Meseta 


It’s my duty to report what’s on Ragol. 

Take me with you.” 




Activate the Bridge to the Terminal 


There’s nothing to do in 
Forest 1 except fight your 
way clockwise around the 
loop until you get to the 
teleporter. That will take 
you to the center island in 
Forest 2 where you’ll find a 
handy healing rig and, just 
outside, a bunch of tough 
enemies. Loop counter¬ 
clockwise until you pass 

the input device at Point A, which will interest Nol deeply. To 
the bridge, you’ll have to continue on to the red switch at Point 
B Hit that and head to the computer to complete your quest. 


FOREST 1 MAP 

TO FOREST 2 


Protect Nol 


Nol isn’t kidding when she 
says she doesn’t know how 
to fight. She’ll use 
Monomates to heal herself 
in response to strong 
attacks, but if she takes a 
hit that’s strong enough to 
knock her down, she might 
forget (so be particularly 
vigiliant in protecting her 
from the Hildebear at Point 
B). If she does get smacked and forgets to heal, you’ll need to do 
it yourself with a high level Resta spell or drag her into Forest 2 s 
healing device. 


FOREST 2 MAP 


GOBOOMA 


BOOMA 
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U \' 
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Gran Squall: Monster Data 


Gobooma 


Booma 


HUNTER’S GUILD 


Monest 


Barb. Wolf 


Savage Wolf 


RagRappy 
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FOREST 1 MAP 


Enlist Bernie’s Help in Forest 1 

You won’t get far in this 
quest without help: The 
door at Point A is locked, 
and only an NPC named 
Bernie can open it. To enlist 
his aid, head to Point B and 
when he asks you a ques¬ 
tion, tell him “Yes.” He’ll 
join up, and you can fight 
your way to the Forest 2 
teleporter together. Ignore 
the other Hunters that are milling about-they won’t join up and 
have no useful information. 

FOREST 2 MAP 


Battle Your Way to the Central Dome 

Forest 2 is rough, but 
Bernie is a powerful ally. His 
Flame Thrower is slow but 
deadly, so EXP seekers 
should try to hit all the ene¬ 
mies first. Your goal is atop 
the Central Dome, where 
the Boss Warp usually is. 

Be healed and ready before 
you warp up there, though, 
since strong opposition 
(three Monests, ten Boomas, four Wolves, and two Hildebears) 
await. Weaker characters and Forces should hide behind Bernie 
and stick with ranged attacks and spells. After Bernie finds the 
survivor, warp back and collect your reward. 














































































FOREST 1 MAP 



Kill Five Enemy Types in 20 Minutes 

Client Alicia Baz will give you 20 minutes to kill five different ene¬ 
mies on the surface: Boomas, Wolves, Monests, Rappies, and 
Hildebears. But it won’t be as easy as it sounds-to get the data 
you have to kill all of the enemies in a single area, and there are 
usually three or four waves per enemy type. That won’t leave 
much time to waste, so it’s important to take the right route and 
eliminate any redundancies. From the start, go straight to the tele¬ 
porter, passing only the army of Boomas on the way. Warp to 
Forest 2, and head southeast to kill the wolves. A quick detour fur¬ 
ther east will reveal a Monest. Then head down to the main clear¬ 
ing, where you’ll have to kill another pack of Boomas to unlock the 
doors. From that large clearing, you can head west to fight the 
Hildebears or southwest to fight the Rappies. One warning: after 
you kill the first wave of Rappies, you may need to leave through 
the north door to make the second wave appear. 


FOREST 2 MAP 



Native Research: Monster Data 
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“I don’t believe the results taken from the 
data capsules. I want to go see for myself. 


HUNTER’S GUILD 


Alicia Clear all Tier 1 quests, “Native Resear ;-1 

1,500 Meseta ^355555 5555^ 5 ~ 8 (Normal) ^ 


FOREST 1 MAP 


Stalk the Baby Hildebear With Alicia 

At level 10, Alicia has some decent 
spells (Barta, Resta, and the ocas- 
sional Gibarta), but is a constant 
liability in this tough area. Hunters 
and Rangers should stay in front to 
protect her, but Forces will need 
powerful spells and an emergency 
escape hatch (like a Telepipe or 
Ryuker on your command bar) for 
when Alicia is badly wounded. Your 

first goal is Point A in Forest 2, where you’ll find a Baby Hildebear. It 
will disappear when you approach it, so you’ll need to follow it to 
Point B to complete this quest. 


FOREST 2 MAP 


Prepare for the Hildebear Herd 

Getting to Point B, however, 
won’t be easy. After two 
rooms in a row with at least 
a pair of Hildebears each, 
your destination is itself 
guarded by six or seven of 
the angry beasts (they only 
attack two at a time, merci¬ 
fully). Make sure you’re at 
your fighting prime, and 
make protecting Alicia your 
priority. Split them up if you have to, but never let Alicia get sur¬ 
rounded. You’ll find the “Hlldebaby” just past the herd, and after 
debating whether or not to bring it to Pioneer 2 (what you say 
makes no difference), Alicia will end the quest. 


Forest of Sorrow: Monster Data 
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START 


At level 13, Cicil isn’t in any immedi¬ 
ate danger of dying. But her crash 
weight-loss diet won’t allow for 
many recovery items, so you need 
to protect her carefully. Fortunately, 
she can use a number of healing 
items without losing the quest, and 
you can always heal her by dragging 
her into a healing rig or casting a 
higher level Resta. Cave 1 is fairly 
simple if you quickly eliminate 
major dangers like Nano Dragons. 
Take the Warp A detour if you can, 
since there’s a trio of weapon-filled 
brown boxes that way. 

Using Cicil 


Cicil specializes in Barta, an Ice tech¬ 
nique that isn’t too useful in her hands. 
But she does have Anti at a high level, 
and will use it to cure you or herself if 
you get poisoned by the Poison Lilies. 

If she gets paralyzed and you don’t 
have Anti yourself, just let the Lilies 
shoot her again to toggle her back to 
the Poison condition. 
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“I want my husband to stop wasting 
money. He buys too many weapons.’ 


300 Meseta 


pflifrlrfSESB] 

New weapons arc so 
beautiful and shiny. 

1 love buying them. 


Oh. that emblem... Are 
you a 'WEAPONS.' too? 


You don’t have too far to 
travel in Cave 2, since this 
quest will end at the 
Waterfall room in the cen¬ 
ter of the map. But the 
enemies can be fairly 
intense, so ifCicil is taking 
a beating you’ll want to 
take the Warp A detour to 
get access to the healing 
rig. Be careful in the room 
with the seven switches: 
three are trapped decoys, 
so you’ll want to use a 
Trap Vision if you’re a 
Human or Newman. Cicil 
will declare the quest a 
success at the Waterfall 
Room, and use a Telepipe 
to hurry back to her dis¬ 
turbingly superficial and ultimately doomed marriage. 

The Rest of Cave 2 is Blocked Off 


I’ve got to go now! 

I have to weigh myself. 


Search for the Waterfall Room 


The Iost Bride [contj 


START 


J 


1 


You can continue on 
without Cicil, but you 
won’t get far. A hidden 
terminal in the next 
room will release the 
barriers to a healing rig 
and a Brown Chest, but 
nothing you can do here 
will open up the door to 
the rest of Cave 2. 


Help Resolve a Marital Dispute 

This bizarre little quest takes place entirely in Pioneer 2. All 
you do is act as an intermediary in a marital dispute, talking in 
turn to the client and her husband. You’ll find the husband in 
the Shopping District, and you’ll need to respond to his first 
statement with “No, I don’t understand.” When he asks why, 
go straight for the sucker punch with “Because you’re a fool.” 

If you hit the wrong answer, you’ll need to head back to the 
wife for a pep talk that will reset the conversation. After correct¬ 
ly responding to both of the husband’s questions, you’ll need 
to report back to the wife. She’ll lay down the law, and you’ll 
need to go relay the edict to her husband. When that’s done, 
you can return to the Hunter’s Guild to collect your reward. 

That is, unless you’re doing the Weapons Emblem subplot 
(which begins during the Secret Delivery quest, covered on the 
next page). If so, you’ll need to find and speak to the Weapons 
member who is wandering around outside of the Principal’s 
teleporter. Talk to him to get your second emblem. 


Clear all Tier 1 quests, beat the Dragon^ 
Any Level 


My husband? He may be 
at the shoo, browsing 
for weapons again. 
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“I want this package to be dropped off on 
Ragol, underground, immediately.” 


f Simons 

/ 

IJ 4,500 Meseta 


Tier 3 


Clear all Tier 1 quests, beat the Dragon 
7-10 (Normal) / 




CAVE 1 MAP 




START 


Beware the Other Androids 

To unlock the door that leads to the Teleporter, you’ll 
need to cross the dark room and hit the yellow switch. If 
you explore further, you’ll find an Android charging on 
the east end of the room. If you speak to it, you’ll be 
given the option of entering “YN-0117,” or “EM-12.” The 
former won’t accomplish anything except confirm you 
have the wrong droid. But if you input the latter, the 
android will become inexplicably enraged and attack 
you. Your only option then is to fight it to the death. Use 
three hit combos or powerful spells so you can kill it 
before it heals itself. 



Secret Delivery: Monster Data 


Evil Shark Pal Shark 




Hi* Hi* 

85 10 


Hi* Hi* 

100 11 


Guil Shark I I Poison Lily 





Hi* Hi* 

130 14 


Hi* Hi* 


Caves 2 Action 

To complete this mission, you’ll 
have to deliver a package to an 
android waiting in Cave 2. You 
have 45 minutes to do it, which 
is a little tight. But if you’re 
feeling confident, you can take 
a lucrative detour by hitting the 
terminal (shown below, A) to 
unlock two rooms full of items 
in the east. You can also catch 
up with good ol’ Bernie at the 
point shown on the map. 
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HUNTER’S GUILD 


Secret Delivery (cont.] 


CAVE 2 MAP 


START 


Find the True YN-0117 

The true YN-0117 is none other than Elenor, the 
android from the Magnitude of Metal quest. You’ll 
find her at the spot shown on the map, but get¬ 
ting to her is a trickier matter. The route to her is 
blocked off by both a purple and a blue laser bar¬ 
rier, and the terminals that shut them off are in 
the rooms that branch out from the four-way 
room in the southwest corner. There are a lot of 
traps in Cave 2, so pack some Trap Visions if 
you’re not an Android. You can always use the 
start button trick to run through the ones in the 
hallways, but you’ll need a Trap Vision to detect the decoys in the central room with 
the six switches. Once you’ve deactivated both terminals, go straight to Elenor via 
Warp A. Choose YN-0117 this time, and you’ll finally be able to drop off your package 
(and shut off the timer). Elenor is being stingy with the Telepipes today, so you’ll have 
to walk back or make one of your own. 


Th[ Weapons Emm 

Secret Delivery marks the beginning of an amusing sub¬ 
plot that runs throughout several Hunter’s Guild quests. 

To get it started, talk to the man shown below sometime 
during the quest. Respond to both of his questions with a 
“!!” and he’ll give you your first Weapons Emblem, the 
insignia of a super-secret organization of weapon fanatics, 
Talk to him after meeting the four other Weapons mem¬ 
bers, found in the quests shown to the right, and he’ 
introduce you to the boss, who will give you a mysterious 
non-Photon weapon. Unfortunately, it’s easier said than 
done. You couldn’t have made it to Secret Delivery if you 
hadn’t already beat Claiming a Stake, so you won’t be 
able to get the badge in that quest (or the badges from 
any other quests you’ve already completed) until you’ve 
beaten all 25 initial quests, and are allowed to redo it. 


































































Tier 3 



CAVE 1 MAP 


START 



Join Up With Matha Graves 


Matha is a fairly handy 
teammate, with useful Foie 
techniques and a high- 
level Anti spell that will 
heal either of you if you’re 
hit by a Poison Lily. But as 
a level 8 Force, she’s only a 
few hits away from the _ 
grave. Protect her diligent- || 
ly or you won’t get far. 


CAVE 2 MAP 


Review Blant’s Final Messages 


Don’t disregard the message packs as you walk 
through these versions of Cave i and 2. Tley’re 
not from Red Ring Rico, but from Blant himself. 

If you simply don’t care about the story, you can 
ignore all of them but the last one, in the 
Waterfall room of Cave 2. To get there, simply 
head east though Cave l, and then down to 
Warp B, passing a random party of adventurers 
who have nothing to do with anything. After 
reading the final message, continue a bit farther 
till Matha opens a pipe and ends the quest. 




The Grave’s Butler: Monster Data 



Pal Shark 




HP 

XP 

85 

10 


uil Shark 



Poison Lily 




n 




G. Assassin 

N. Dragon 


v i j 

5 


HP HP 

HP HP 

140 17 

200 15 




























































































Trekka 


'I want to eat something sweet. 


1,500 Meseta 


HUNTER’S GUILD 


m&z.' 


START 


mr. 


Addicting Food: Monster Data 
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' Clear all Tier 1 quests, beat the Drag 
mmm 9-14 (Normal) 


Quest Overview 


In this mission, you’ll have to cross all three Cave 
areas and fight about as many enemies as you’d run 
into if you were traversing it online with a full party. And all for 
what? So Trekka can rot her teeth on some goofy cake? For 
1500 paltry meseta? No, no! For nostalgia! This silly quest is a 
nod to a beloved moment from the original Phantasy Star, when 
Alis’ party had to travel through an extensive subterranean dun¬ 
geon to get to a small cake shop. On to more practical mat¬ 
ters... Evil Sharks here frequently attack in waves of eight, so 
you’ll want a means of dealing with them all at once. That 
means Gi-level spells for force, and a Sword or Partisan for 
Hunters. Rangers will simply have to get a good gun and do a 
lot of running back and forth. 

CAVE 1 MAP 


Fight Your Way Through The Caves 


Oddly enough, Cave 1 is 
probably the hardest part of 
the three stage ordeal. 

Many rooms feature five or 
more waves of enemies, so 
you’ll want to avoid all of 
the fights that you can. 
You’ll need to take Warp B 
to get to the teleporter to 
Cave 2, which we’ll cover 
(along with Cave 3) on the 
next page. 
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5 Find The Cake Shop 


you've been doing the quests in cur VjJJ J 

lemies here than there weresiri Cave ^ but ‘ here q 1 the path to the Waterfall Room. After the beating you may take in 

rt;oat?eastone with a Draw or Dim-series weapon, or some heavy techniques. Collect your free 

ake at the shop (it 
oesn’t matter 
rhich one you 
hoose) then 
alepipe back to 
rekka for a history 
asson and your 
aeager reward. 
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“Find my sister. She’s a Hunter who 
disappeared recently.” 


Kroe, Hunter 


1,800 Meseta 


START 


Kroc asked you to 


HUNTER’S GUILD 
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Clear A. Food. L Bride. S. Delivery & Grave’s Butler 
9-14 (Normal) j 


Prepare For an Ambush 

You’ll find Kroe’s sister and a friend waiting in the first 
south of the transporter from Pioneer 2. Problem is, th 
waiting to kill you. Ignore the Ranger and hit Anna with 
everything you’ve got. After a few solid hits, the pair wi 
disappear. Traverse the rest of Cave 1 (Anna left behinc 
ton of traps), and watch out for the half-dozen Nano 
Dragons in the dark room before the Cave 2 transporte 


CAVE 1 MAP 


Follow Anna In to the Waterfall Room 

Many, many rooms are 
trapped, so stay dose to 
the doorways and use long 
range weapons when possi¬ 
ble. After passing one 
Partisan-wielding hench¬ 
man (ignore him), you’ll find 
Anna waiting alone in the 
Waterfall room. Defeat her a 
second time, and she’ll go 
quietly back to her sister. 


find 


come 


and 


me? 


START 


Waterfall Tears: Monster Data 


CAVE 2 MAP 
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Check Kroe’s Mail 


Kroe from the “Waterfall Tears” 
quest is your client again, but she 
won’t be meeting you in person this 
time. Instead, you’ll have to check 
your rarely-used Quest Board 
(under the Item Pack command) 
and read her mail to see what’s 
going on. To help her as she asks, 
you’ll need to track her through all 
three cave areas. 



Defeat The First HencHman 


Cave 1 is almost the same exact layout as it was in 
“Waterfall Tears,” except most of the traps are gone. The 
same is true of Cave 2, but this time it isn’t Anna you ll find 
in the Waterfall Room... Black Paper and Kroe will quickly 
disappear and leave you to fight the henchman you met in 
“Waterfall Tears.” His Partisan gives him long range, so get 
in his face and take advantage of his slow swing by negat¬ 
ing his attacks with quicker Saber or Knife strikes. Forces 
and Rangers will need to run around and use guns and 
techniques to teach him what real range is all about. 






Black Paper: Monster Data 
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“ HUNTER’S GUILD 


CAVE 2 MAP 


Black Paper [contJ 


Tracking Him Down 


You ll next see Black Paper and Kroe in 
L the forked room north of the teleporter 
^ in Cave 3. Hit the three floor switches 
(one is hiding behind the terminal) 
Wm to open the doors. The east one will 
lead you to Black Paper and Kroe. 

W You can skip the whole west wing, 

" unless you’re desperate to get to the 
healing rig. 


START 


CAVE 3 MAP 


TO CAVE 3 


Slay Henchman #2 

Black Paper’s second henchman is 
waiting a few rooms into the east 
wing. His weapon is a humble saber, 
but he uses the Barta Ice technique t< 
hit you at mid range and the Resta 
technique to recover his HP. Hunters 
will need to be aggressive to outrace 
him, while Rangers and Forces shoulc 
use a barrage of bullets or Zonde 
bolts to interrupt his techniques. 
Defeat him, and you’ll finally catch up 
to Kroe in the room beyond. 
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Put Lionel Back Together Again 


FOREST 1 MAP 


Now return to Pioneer 2, where you'll find that other Hunter 
standing outside the Hunter's Guild. After hemming and haw¬ 
ing for a while, he'll cough up Lionel's body, with the left arm 
still attached. Enter the Guild and talk to your newly recon¬ 
structed client to complete this quest. 


Your client, Lionel, is an android whose body parts are scattered 
all over Ragol. To begin rebuilding him, read the letter in your 
Quest Board, and then retrieve his head from Forest 2. On the way 
there, you'll run into another Hunter (point A on the map) who 
claims to have found something valuable that he can sell on the 
black market. Remember what this guy looks like, because you 
need to talk to him again later. 

Once you have Lionel's head, examine it in your Quest 
Board and inquire, "Where is your body?" When Lionel asks you 
to help him find it, respond with, "OK, I'll do it." The door leading 
to his right arm will now open (see map), but to obtain the limb, 
you must defeat the Hildebear on the other side. Afterwards, 
examine the arm for clues as to the whereabouts of Lionel's legs. 
The right leg is back in Forest l, and the left is in Cave 2. Examine 
both legs after you collect them, and Lionel will start to babble 
about the black market! 

FOREST 2 MAP 


Confront the Other Hunter 



































































































Letter From Lionel: Monster Data 
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FOREST 1 MAP 


FOREST 2 MAP 


TO CAVE 2 



Collect Raw Materials 


START 


Ozwald wants to make a new weapon, 
so he needs you to gather the following 
raw materials for him: a piece of miwon- 
tite, a dragon's fang, and a mineral. You 
can find the miwontite at either of the N 
points shown on the Forest l map. To 
acquire a dragon's fang, you must 
defeat the Dragon boss at the end of 
Forest 2. This shouldn't be particularly 
difficult as long as you're at the recom¬ 
mended levels. As for the mineral, there 
are three different colors to choose 
from. You'll find a red mineral in Cave 1, 
a green mineral in Cave 2, and a blue 
mineral in Cave 3. The color of mineral 
you bring back to Ozwald determines 
the kind of weapon he creates (see table 
on next page). 


Soul of a Blacksmith: Monster Data 
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Sen ore Blacksmith icon.) 

Choose Your Weapon 


Return to Ozwald with all three materials, and 
he'll ask whether he should make a blade, a 
B\ gun, or a staff. Choose wisely, because 
J^you get to keep the weapon. The chart 
3 MN 9 here illustrates which weapon he'll 
Hf make, given your choice and the color of 
the mineral you brought back. We can’t 
wSf tell you which weapons he makes in 

Ultimate Mode, but rest assured that they’re 
far more exciting than the others. 


HUNTER'S GUILD 


Soul of a Blacksmith: Monster Data 


Evil Shark 


Pal Shark 


Guil Shark 


Poison Lily 


N. Dragon 
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Difficulty 

Blade 

Gun 

Staff 

Red 

All 

Fire Sword 

Fire Rifle 

Fire Rod 

Green 

All 

Frost Sword 

Frost Mechgun 

Frost Rod 

Blue 

Normal, Hard 

Havoc Partisan 

Havoc Cannon 

Havoc Wand 

Blue 

Very Hard 

Storm Cutter 
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MINE 1 MAP 


START 


Elly is pretty sturdy at level 
15, and Hunters will appre¬ 
ciate her aid in bringing 
Canadines down to melee 
range with her Lockgun. 
But you’ll need to keep an 
eye on her Around Sinows, 
a recipe for a premature 
NPC death if you aren’t 
careful. 


If you’re in the market for 
tasty new weapons and 
armor, you’ll want to take 
Warp A to a box-laden 
room, and then hit all the 
floor switches in the south 
wing to unlock a room with 
five brown chests. 
Otherwise, you can head 
straight through the dark 
area and into Calus’ room. 


Knowing One’s Heart: Monster Data 
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Lily Perse 
3,500 Meseta 


Clear all Tier 1 quests, defeat De Rol 
12-15 (Normal) 


“I got a message from a friend, Calus, who 
was on Pioneer 1. He’s alive! Find him!” 


Find Calus Past the Dark Room 


Search for Calus with Elly’s Help 























































































“We want to see Dr. Osto’s research memo. 
He’s a doctor who was onboard Pioneer 1.” 


Three scientists 


5,500 Meseta 


Dubchic 


HUNTER’S GUILD 


Dr - Osto’s Research: Monster Data 
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Kill The Henchman and Find Sue 


Fight Your Way to The Target 


START 


You won’t get far before the dolt with 
the partisan who you fought in 
“Black Paper” strikes again. 

Fortunately, you’re probably a lot 
tougher than he is by this point, and 
can take him far more easily than you 
did last time. In the large room just 
south of him, you’ll have to battle 
your way through an army of 
Dubchics. Lure them towards the far end of the room so you can get at 
the kill switch easily when it drops. Then head west to meet your NPC. 


Not only can Sue unlock the door 
that blocks access to the east wing 
of the Mines, but she’s also a great 
asset in battle. Her claw (a rare 
Hunter weapon) is vicious, and her 
Zonde spells will help paralyze 
enemies and bring down flying 
Canadines. And at level 18, she 
can take care of herself. With her 
aid, you won’t have much trouble fighting your way to the Main 
Computer. 


Clear all Tier 1 quests, defeat De Rol Le 
13-15 (Normal) j 
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i have the knack. 


MINE 2 MAP 


Main computer 

































































































B ring Mome to Mine 2 

This is probably the toughest 
Hunter’s Guild Quest of all, simply 
because the NPC you must escort is 
so incredibly frail. Apparently they 
didn’t cover the whole “heal yourself 
before you die” thing during his mad 
scientist PhD program, ‘cause the 
odds he’ll save his own life before he 
croaks are about 50/50. That means 
you have to pick up the slack. If you have high-level Resta, no prob¬ 
lem. If you don’t... well, stock up on Star Atomizers and put the 
Telepipe on your Action Bar. 


Beware of Dubchics 

The best general strategy is to use 
a gun, stay near the doorways, and 
let the enemies come to you. But 
Dubchics are a problem, ‘cause 
you’ll need to wade into the middle 
of the room to hit their kill switch¬ 
es. Try to auto-target the switches 
from as far away as you can, or 
you’ll be putting Mome in harm’s 
way. With a Handgun, Mechgun, or Rifle, you can target them on 
the ceiling if you position yourself just right. 





START 


MINE 2 MAP 


'Star Atomizer 




The Unsealed Door: Monster Data 
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Tm Unsuud Boor icmt.) 


Visit Dr- Osto’s Computer 

Mome wants to see Dr. Osto’s computer, which is in 
the same place it was in “Dr. Osto’s Research.” You 
probably know the route by now, but it might be 
worth it to take a few detours. Head west after 
battling the first Dubchics, into the room with 
the green terminal where you met Sue. Head 
south from the S-shaped Dubchic room, and 
you’ll run into good old Sue. Afterward, head 
north from the S-shaped room, hit the purple termi¬ 
nal, and loop back to the Computer. Then head to the trans¬ 
porter and warp up to Mine 1. 


MINE 1 MAP 


Carefully Cross Mine 1 


De Rol Le 


Mine 1 is a bit easier, with 
Cananes as the only new 
enemy. Fortunately, their 
ring of Canadines won’t 
pose too much of a threat 
to Mome if you keep mov¬ 
ing. In the room just 
south of the room where 
you first encounter the 
Cananes, don’t miss a 
second Star Atomizer. 


Lucky for you, Mome plays 
it cool and decides to 
“take a nap” while you fin¬ 
ish off the De Rol Le in the 
Underground Passage. 


START 


Atomizer 


TO 

UNDERGROUND 

CHANNEL 























































Donoph Clear all Tier 1 quests, gain access to the Ruins J 

“■ - / 


8,000 Meseta 


| r = \ p = { 


RUINS 3 MAP 


Hu—o 



K> 


■flfiJ }M 


Normal 

Hard 

Very hard 
Ultimate 


8,000 Meseta 


12,000 M e seta 

18,000 Meseta 

20,000 Meseta 


*Special Note: Your reward for 

COMPLETING THIS QUEST INCREAS¬ 
ES WITH THE DIFFICULTY LEVEL 


\ ’ 


Help Donoph Defeat 99 Enemies in 30 Minutes 


Donoph only has 30 minutes to live, and he needs your help to reach his 
lifelong goal of defeating 10,000 enemies. Follow him to Ruins 3, where 
both of you combined must kill 99 enemies (he's already killed 9,901) 
before he dies. Donoph is one tough cookie and can take care of himself 
(at least for the next 30 minutes), allowing you to concentrate solely on 
protecting your own behind. 



























































































































rciear all Tier 1 quests, gain access to the Ruin^ 


Irene, secretary 


“An earthquake occured on Ragol. The research 
team that was underground has disappeared. 


18-25 (Normal) 


3,500 Meseta 


RUINS 2 MAP 


TO RUINS 3 


START 


Crazy force 


Search Ruins 2 for Survivors 


You’ll find a bunch of survivors as you patrol Ruins 2, but they have 
an odd habit of disappearing into puffs of smoke after you talk to 
them. What’s going on? I have no clue.The only one that doesn t 
disappear is a crazy Force lady in the large room that links the east 
and west wings of Ruins 2. But she won’t survive for long... After 
you talk to her several times, she’ll become possessed (?) and attack 
your character. You can fight back if you want, but it s more amusing 
to let the Dimenians do it for you. A large pack appears as soon as 
she goes nuts, and they’ll be happy to rip her to shreds for you. After 
you destroy them, you’ll be free to pillage the sparsely populated 
east wing, and take the transporter to Ruins 3. 


Yes...heard the voice... 
What? Oh. yes...Please 
take me back 
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C. Bringer 


Dark BelraJ 1DarkGunner| 


Delsaber 


La Dimenian 


Dimenian 






















































































From The Depths (com.) 


START 


Meet up With Ash Again 

In the first room of 
Ruins 3, you’ll be 
reunited with Ash from 
the Battle Training 
quest. He’s a lot 
tougher now, and 
while he isn’t too 
aggressive with his 
fanky new Double 
Saber, at least he’s pretty good at not getting himself 
killed. Cut through a few waves of enemies and 
head south. 



Warp to The Mysterious Machine 

To get to the 
Mysterious Machine 
that is causing the 
earthquakes, you’ll 
need to hit the green 
terminal to cut the 
laser barrier around 
Warp B. Then take 

Warps A & B to get to the blue and red terminals. 
When those are cleared, take Warp C straight to 
the end. 




RUINS 3 MAP 



5 Escort Elenor Through the Ruins 

Protecting Elenor—Dr. 

Montague’s favorite 
Android—is your job. The 
ferocity of the enemies in this 
quest won’t make that an 
easy task, so keep a Telepipe 
handy. She has a limited 
amount of healing items, so 
keep a high-level Resta or Sta 
Atomizer on your action bar. 


Clear The Enemies in Test Area 1 

Most of the enemies in this area won’t attack until you’re in the 
middle of the test areas. Then they warp in and quickly surround 
you. This puts Elenor in a very vulnerable position, so you should 
strive to quickly kill all but one or two of the first wave, then run 
to a safer spot near the door before you finish the stragglers and 
later waves materialize. Hunters should use Swords or Partisans, 
and Forces should use Razonde. 



Battle Through Test Area 2 


To get to Test Area 2, you’ll 
need to head out the south¬ 
west door of the first Test 
Area, cross the heavily 
trapped corridor, and flip the 
first switch. Then double 
back and take the northwest 
door to get to the other three 
switches. That will open the 
door to a room with a Dark 
Belra, and south of that is 
Test Area 2. This one is tough! The second wave consists of a trio of 
Chaos Sorcerers, and you’ll need to quickly lay into all of them so 
they’ll disappear before they can kill Elenor with spells. Make sure 
to run to a corridor where Elenor will be more safe before the next 
wave of Dimenians and Delsabers attack. That same strategy is key 
in Test Area 3, which is right after the treasure room just south of 
Test Area 2 (be careful: There are falling traps above both yellow 
chests). Area 3 has the hardest and widest variety of enemies, but 
you’ll be able to protect Elenor and pick them off from a distance if 
you make it to the doorway during the first wave. 
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Part With Elenor 
And Continue 
Treasure Hunting 

There’s a lot of nice trea¬ 
sure in this variation of 
Ruins 1, and at the very least 
f you should grab the loot in 
the secret room behind the 
waterfall in Test Area 3. If you 
decide to continue on into the rooms 
south of Test Area 3, make sure to 
take Elenor’s telepipe and drop her off 
at the Hunter’s Guild first. There are 
quite a few treasure chests in the 
southern wing, but they’re well-guard¬ 
ed and Elenor is still a serious liability. 



This quest is short, fun, and ultimately very lucrative. Not only does Dr. Montague pony up 9 grand 
for your efforts, he also offers to share what he’s learned and make you some new weapons. 
Unfortunately, you can’t take advantage of this now. Even if you have the materials he’s referring 
to (body parts of fallen enemies, like S-Beat or Delsaber Arms), he won’t make you anything at 
this point. But if you beat all of the Hunter’s Guild quests, and then track him down in one of the 
other ones in which he appears (like Unsealed Door), he’ll make good on his promise. 


Doc’s Secret Plan: Monster Data 
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<5 Pursue Great Sword 
ZOKE WITH SHINO 


To dear this difficult quest, you’ll 
need to slog through two long Ruins 
maps with Shino at your side. Don’t 
let her level fool you: there’s a rea¬ 
son Zoke left her behind, and it’s 
the fact that she’s useless in battle 
and very vulnerable. As in Unsealed 
Door, half the challenge is in just 
keeping her alive. 

4 Protect Shino From 
Ruins 1 Monsters 


One of the main dangers to Shino are 
the Dark Belras. When you see these 
enemies, rush up to attack them 
head on before they can launch their 
claws. If they both fire at once, they 
can kill Shino instantly! When you get 
to the area marked “Detour,” you 
have two choices: continue to the 
east or take a long detour through 
the northeast door to flip all the *4 
switches and unlock the northwest 
room with seven yellow chests full of 
weapons and armor. The hardest 
room is just north of the warp to 
Ruins 2. Prepare to protect Shino 
through several waves of Delsabers, 
Chaos Sorcerers, and Dark Belras. 










































































































































Seek Mr Masteh IcohtJ 


Delsaber in the Sword: Kamui Room 


Go Straight to the Sword Rooms 


With four Delsabers waiting 
tojumpvou, the “Sword: fiSKESSfl 
Kamui” room is the site of PjjJgfH 
many a premature Shine 

death. Switch to a r—. 

Handgun, go just far 
enough into the room so 
you can hit them, and run 
back to the hall when they r 
jump, it'll take a while, but 
this a fine way to pick 
them off safely. If you have 

no long range capabilities, you’re in trouble. Try luring a Delsaber 
close, hit it a few times, then quickly run back into the hall. 


Most of Ruins 2 is I 

Efl\ a bizarre and 

complicated PfjSffi 

detour linked 
HHKr by several 

mini-warps. You 

Hr could head north ^HH 
to warp G, use that 
to unlock a terminal, 
and then go west to Warp 
E and take that to a room | 
with seven different 

warps, some of which lead to treasure... Or you could not do 
that and not get Shino killed by the army of Delsabers and 
Dark Gunners on the way to a few measly treasure chests. We 
strongly urge you to skip the detours and head straight to the 
room marked “Sword: Kamui.” 


SWORD: 


RUINS 2 MAP 


START 


The Missing Legendary Katana 


Final Battle: Great Sword Zoke’s Room 


You can get the backstory 
on Zoke’s Katanas if you 
talk to the Tekker near the 
Check Room (You can also 
read about it in any “Books 
of Katana” you find). Zoke 
had three of the four 
Katanas, but what about 
the fourth? It’s called Agito, 
and like the tekker says, 
there are a lot of imitations. 

If you find a Katana and 
have beaten all the guild quests, bring it to this man and he’ll tell 
you if it’s the true Agito, or one of the six different imitations. 


The final battle in Zoke’s 
Room is a major challenge. 
The enemies won’t appear 
until youYe in the middle of 
the room, so Shino will be 
in serious danger as soon 
as the Chaos Bringer 
charges. Run in a wide cir¬ 
cle to make Shino dodge, 
then kill the Chaos Bringer 
before it can recover. To fin¬ 
ish off the room, pick every¬ 
thing else off from afar. The 
speak to Zoke. 


*«*>♦ to f rtur about the: 

I tutiA of the 4 swords 7 


quest is over as soon as you can 
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WORE 








































MINE 2 MAP 


Infiltrate the WORKS Area 


To RUINS 3 


taft 



This is the longest and most complex of all the Hunter's Guild Quests. Fortunately, you II 
be accompanied by both Elenor and Dr. Montague, who is quite a powerful FOnewn. 
Your party's first objective is to infiltrate the WORKS (a special military unit) area in Mine 
2 As you and Elenor talk to the guard, Montague sneaks into the east room. After you re 
finished chatting, go see what the doctor's up to. He’ll inform you that he has rigged a 
transmission terminal to distract the guard. Lead your party out of sight back into the 
south room, and when the guard goes to check on the terminal, run by h.s post and into 
the north room. 


Follow Ult 


Check out the computer marked on the map, then head west 
(Elenor and Montague won't follow you) 4 mtil you hear a rum¬ 
bling. Turn around and enter the southern area where the two 
brown chests are to trigger a cutscene. Afterwards, follow Ult 
between the two points marked on the map. If you lose sight ot 
her, you'll have to begin again from the starting point. 



<> Sneak Past the Guards 


Guards patrol the next few rooms. If one of them spots you, 
you'll be booted back to the beginning of this section. 
Fortunately, these guys are pretty near-sighted-they won t see 
you unless you're standing right in front of them. 


De feat Three WORKS Soldiers _ 

Three soldiers attack you in the room marked "WORKS.' 1 They're 

pretty tough, but you can lead them into confrontations with the 
other enemies that materialize in the room to receive some . 
unlikely help. Once you've defeated all three soldiers, the area s 
self-destruct sequence will commence at T-minus 20 minutes. 
Hurry to the Ruins 3 warp. 
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RUINS 3 MAP 


The computer that shuts down the self- 
destruct sequence is located atop an elevated 
platform that can only be reached via warp B. 
To access this Warp, you must first clear a 
path between the red terminal and the match¬ 
ing laser barriers. The terminal will only deac¬ 
tivate the barriers for a short time, so you 
must be able to run to them unimpeded. 


Once the self-destruct sequence has 
been shut off, your final objective is to 
wait for Ult in the room marked 
"Goal," and then contact her after she 
says, "Somebody come and get me." 

A cinema then automatically returns 
you to Pioneer 2. 


HUNTER'S GUILD 


Soul of Steel: Monster Data 


Dimenian 


La Dimenian 


So Dimenian 


Delsaber 


Bulclaw 


Dark Belra 


DarkGunnei 


C. Bringer 
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The Sue & Bernie Subplots. _ 

At the end of the “Dr. Osto’s Research” quest, Sue asks you for your name when you part ways with 
her. It’s a seemingly innocuous moment, but the answer you give will determine which of two multi¬ 
quest subplots you can engage in. Like the Weapons Emblem side quest, you need to find a certain 
character in each quest and speak to them to advance the story. You then need to beat the quest, or 
the game won’t record your accomplishment. Once you answer Sue’s question, it won’t matter if you 
go back and do it again. The only way to do the other subplot would be to do it in a seperate mode 
(such as Hard Mode) where you haven’t finished Dr. Osto’s Research yet. 





Talking to Sue 

If you told Bernie about Sue in 
Unsealed Door, you’ll be able 
to interrogate Sue in town dur¬ 
ing the Waterfall Tears and 
Black Paper quests. These ses¬ 
sions are interesting, but don’t 
really lead anywhere. 


If You Told Sue Your Name 


Unsealed Door 


If You Wouldn't Tell Her 

Unsealed Door 


After telling Sue, “sorry, 
no...” you’ll run into her dur¬ 
ing the Unsealed Door quest. 
Listen to what she has to say, 
and then beat this quest. 

Waterfall "Tears 


After you beat Anna, you’ll 
eventually run into your old 
friend Kireek. After a few 
pleasantries, he will attempt 
to murder you. 

Black Paper 


If you defeated Kireek in 
Waterfall Tears, you’ll find 
him waiting for a rematch in 
Cave 1 of this quest. This 
time, it’s in the dark! 

From The Depths 


After you separate from Ash, 
go back to Ruins 2 and head 
all the way to the west. It’s 
here you’ll have your final 
confrontation with Kireek. 

Battling Kireek 


Kireek is fairly difficult, so 
this should only be attempt¬ 
ed by higher level characters 
(20+ for Hunters, but higher 
for Forces). If you have tech¬ 
niques, use Zonde to Short 
him out and paralyze him. If 
you don’t, you’ll just have to 
rush him. You can’t escape 
his attacks. If you win in the 
final battle, you’ll get his life¬ 
sapping Soul Eater! Any class 
can wield it, and it’s pretty 
darn cool-looking. 


Talk to Sue again in the first 
part of Mine 2, and then find 
Bernie farther along. If you 
tell him about Sue, he’ll give 
you a warning... 

Waterfall Tears 


After you beat Unsealed 
Door again, you can next find 
Bernie and his cryptic warn¬ 
ings in Cave 1 of the Waterfall 
Tears. 

Black Paper 


Next, Bernie is in Cave 1 of 
the Black Paper quest. He’s 
in a different place, but you 
can always find him by look¬ 
ing fSr arrows on the map. 

Knowing One’s Heart 


You will next see Bernie in 
the Mines, in the Knowing 
One’s Heart quest. The whole 
Black Hound subplot is 
abandoned at this point. 

Seek My Master 


The quest comes to an 
abrupt conclusion in the hall 
right before Great Sword 
Zoke’s room. Will it continue 
in a downloadable quest? 












































There is so much data and so little space, so let’s just get right to 
it, shall we? We’ll begin on the next page with... 


WEAPONS 


Weapon Name and Image 

i 

rarity Level 

The more stars, the later it appears 
in the game. See the Main Quest 
section for exact appearance data. 


ATK 

MAX 


40-50 


ACC 30 - 
VALUE 907M 


+75 


Weapon Accuracy 

Class Data 

This weapon can be 
used by characters of 
any class. 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

ATTACK 


Attack Data 

Each weapon has an 
attack range. When you 
equip a weapon, you’ll 
only see the maximum 
attack (210) get added to 
your stats. But the Varista 
isn’t so reliable: Its ATP 
could be as low as 155. 

Max Enhancement 

You can use Grinders to 
raise this weapon up to a 
Varista +9. 


Item Value 

This is roughly how much a 
Varista would cost if you could 
buy one. The price of weapons 
changes based on enhance¬ 
ments, photon efficiency, and 
elements, so your price might be 
different. Its resale value is 
always 1/8 of this amount. 

1 

Usage requirements 

If your base Accuracy isn’t at 
least 110 (including your Mag 
and Units), you can’t equip this. 


Element 

All 9-star+ weapons have an element built in. See page 120 for 
more details. 

ALSO IN THIS SECTION 

Hunter Weapons.155. 

Force Weapons .157 

Ranger Weapons.159 

Special Items.161 

Rare Weapons & Guards.162 

Elements .166 

Barrier/Shields .168 

Armor/Frames.169 

Units.170 

Mags.171 

Techniques.175 









































Sabers 

This basic Hunter weapon can be used by any class that meets the 
minimum Attack requirements. Sabers are the most well-rounded 
weapons in the game, with a good mix of strength, accuracy, and 
speed. But their fairly short range puts one in a vulnerable spot in 
battle, so Saber wielders will either want a lot of healing items and 
spells or heavy back-up. 


Swords 

These massive blades swing slowly, but swing twice as far and 
twice as wide as Sabers, and can hit multiple enemies with the 
same stroke. While their Attack scores are strong, they have poor 
Accuracy, so they’re a bit risky when you’re desperate to keep a 
single strong enemy at bay. Swords are the perfect weapon for 
HUcasts, who have a high enough Attack to equip them early and 
the Accuracy necessary to wield them well. 




40-50 ACC 30 
+35 VALUE 907M 


ATK 
MAX 

SPECIAL PROPERTIES: VARIABLE 


Z 


ATK 80-100 ACC 33 
MAX +32 VALUE 3.000M 
SPECIAL PROPERTIES: VARIABLE 



ATK 120-160 ACC 35 
MAX +30 VALUE 7,680M 
SPECIAL PROPERTIES: VARIABLE 


ATK 170-220 ACC 38 
MAX +26 VALUE 15.870M 
SPECIAL PROPERTIES: VARIABLE 





ATK 240-280 ACC 40 
MAX +18 VALUE 27.000M 
SPECIAL PROPERTIES: VARIABLE 

WESEZEMm. 


Z 


ATK 200-250 ACC 43 
MAX +44 VALUE 25,870M 


HUNTERS RANGERS FORCE 

YES YES ! YES 

MINIMUM REQUIREMENTS: 

ATTACK 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

*21 


ATTACK 


HUNTERS RANGERS FORCE 

YES YES I YES 

MINIMUM REQUIREMENTS: 

ATTACK 


HUNTERS RANGERS FORCE 

YES YES j YES 

MINIMUM REQUIREMENTS: 
ATTACK 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMU M REQUIREMENTS: 

B£Z 3 



HUNTERS 

RANGERS 

FORCE 


YES 

YES 

YES 


MINIMUM REQUIREMENTS: 


SPECIAL PROPERTIES: SPIRIT: Uses TP TO DO 2X damage 

III I !■ 


Z 


ATK 260-320 ACC 45 
MAX +25 VALUE 39.720M 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

KZ 9 


SPECIAL PROPERTIES: FREEZES: Freezes enemies 

WEumn^m. 




ATK 
* MAX 


300-376 ACC 45 
+37 VALUE 42.667M 


HUNTERS RANGERS FORCE 

YES NO I NO 

MINIMUM REQUIREMENTS: 

ATTACK 


1 


ATK 25-60 ACC 15 
MAX +46 VALUE 1,350M 

SPECIAL PROPERTIES: VARIABLE 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 




ATK 55-100 ACC 18 
MAX +32 VALUE 3,750M 
SPECIAL PROPERTIES: VARIABLE 


ATK 100-150 ACC 20 
MAX +18 VALUE 8,437M 
■ SPECIAL PROPERTIES: VARIABLE 

■ 1 1 I I I II — 


ATK 150-200 ACC 23 
MAX +16 VALUE 15,000M 
SPECIAL PROPERTIES: VARIABLE 




ATK 210-255 ACC 25 
MAX +10 VALUE 25.350M 
SPECIAL PROPERTIES: VARIABLE 

IJf«J \ 7 # J; J A 


z 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 


ATTACK 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 

ATT ACK FT?!! 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIM UM REQUIREMENTS: 

ATTACK mm 


EQ35I2HB3333333339 

ATK 230-300 ACC 28 
MAX +21 VALUE 30,600M 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 

ATTACK mSM 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 

ATTACK 


SPECIAL PROPERTIES: SOUL:refill 5% OF Player’s TP 

UEEIfflMJk 

_ _ _ _ HUNTERS RANGERS FORCE 

3|HH| y^s no no 

ATK 275-321ACC 30 minimum requir ements: 

Bg| MAX +31 VALUE 42,750M 


ATTACK 




SPECIAL PROPERTIES: FILL: Steal 13% of Enemy’s HP 


DRAGON SLAYER 


SPECIAL PROPERTIES: LORDS: Steals 20% of EXP 


Z 


ATK 345-352 ACC 30 
MAX +34 VALUE 42,000M 


HUNTERS RANGERS FORCE 

YES NO . NO 

MINIMUM REQUIREMENTS: 
ATTACK 


SPECIAL PROPERTIES: FIRE: Fire-Type Attack 




























































































HUNTERS RANGERS FORCE 


ATK 25-40 ACC 20 
MAX +65 VALUE 1.224M 
SPECIAL PROPERTIES: VARIABLE 


MINIMUM REQUIREMENTS: 


ATTACK 


HUNTERS RANGERS FORCE 


ATK 50-70 ACC 22 
MAX +50 VALUE 4.225M 
SPECIAL PROPERTIES: VARIABLE 


MINIMUM REQUIREMENTS: 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMU M REQU IREMENTS: 


ATK 80-100 ACC 24 
MAX +35 VALUE 11.025M 
SPECIAL PROPERTIES: VARIABLE 


ATTACK 


HUNTERS RANGERS FORCE 

YES NO NO 


ATK 105-130 ACC 26 
MAX +25 VALUE 6,075M 
SPECIAL PROPERTIES: VARIABLE 


MINIMUM REQUIREMENTS: 


ATTACK 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 


ATK 125-160 ACC 28 
MAX +15 VALUE 18.225M 
SPECIAL PROPERTIES: VARIABLE 


ATTACK 


HUNTERS RANGERS FORCE 

YES NO NO 


ATK 110-180 ACC 30 
MAX +30 VALUE 36.225M 


MINIMUM REQUIREMENTS: 


ATTACK 


SPECIAL PROPERTIES: SEIZE: May Paralyze Enemy 


fnnunxm 


HUNTERS RANGERS FORCE 

YES NO I J)0_ 

MINIMUM REQUIREMENTS: 


ATK 120-175ACC 32 

MAX +42 VALUE 31,500M 
SPECIAL PROPERTIES: DEVIL: Cuts Enemy’s HP by T/2 




HUNTERS RANGERS FORCE 


ATK 135-220 ACC 32 
MAX +28 VALUE 39.625M 
SPECIAL PROPERTIES: STORM: Lightning-type attack 


MINIMUM REQUIREMENTS: 


ATTACK 


RARITY 


RARITY 


RARITY 


RARITY 


Daggers 


Don’t let the low attack scores fool you: these blades hit at least 
twice with each swing, and a well-timed combo can do a ton of 
damage while suppressing counter attacks (and keeping foes 
from turning around if you’re hitting from behind). The down¬ 
side is the miserably short range, but you can work around 
this by launching an attack combo early so you’ll intercept 
the approaching foe on the second hit. 


Partisans 


These weapons have very strict minimum Attack requirements, 
so only HUcasts can use them at lower levels. Partisans are like 
Swords, but with a slightly longer and wider swing (the best range 
of any melee weapon). Their higher Accuracy comes at the 
expense of Attack, but the range and reliability make it the ideal 
weapon for times (like in the Mines) when you’re desperate to 
keep a large army of enemies from getting into attack range. 


MB 


ATK 30-40 ACC 20 
MAX +35 VALUE 1,600M 
SPECIAL PROPERTIES: VARIABLE 


HUNTERS RANGERS FORCE 

YES NO NO 

MINI MUM REQUIREMENTS: 

ATTACK 


ATK 65-75 ACC 23 
MAX +30 VALUE 5.625M 
SPECIAL PROPERTIES: VARIABLE 


ATK 95-110 ACC 26 
MAX +25 VALUE 12,100M 
SPECIAL PROPERTIES: VARIABLE 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS- 

m 


EIESJ1 


ATK 130-145 ACC 29 
MAX +20 VALUE 21.025M 
SPECIAL PROPERTIES: VARIABLE 


ATK 150-180 ACC 32 
MAX +10 VALUE 32.400M 
SPECIAL PROPERTIES: VARIABLE 


150-182 ACC 33 
+15 VALUE 34.600M 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 


HUNTERS RANGERS FORCE 

YES NO NO__ 

MINIMUM REQUIREMENTS: 

ERS9 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 


ATTACK 


SPECIAL PROPERTIES: SOUL: refill 5% of Player’s TP 


mm 


HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 


ATK 160-220 ACC 36 
MAX +15 VALUE 44.000M 


SPECIAL PROPERTIES: CHARGE: uses $ to do 2X Damage 




I ATK 



1 HUNTERS 


YES 


215-220 ACC 36 
MAX +30 VALUE 57,400M 
SPECIAL PROPERTIES: FREEZE: Freezes Enemies 


NO NO 

MINI MUM REQUIREMENTS: 

attack" E3 























































































SUCERS 


Slicers are the only long-range weapon that can cut through one 
enemy to hit others behind it. They’ll even zig-zag, like the Gizonde 
spell, to hit multiple enemies. They lack the accuracy and power of 
Handguns, but since the usage requirements are based on Attack 
instead of Accuracy, they’re easier for Hunters to equip. They can 
even be used by higher level Rangers and Forces, but Rangers have 
better long-range options. Sadly, Slicers aren’t very good at disarm¬ 
ing traps. 


Canes 


Personally, I think the best weapon for Forces is a simple Draw- 
series, Heart-series, or Dim-series Handgun. But Canes, their 
standard weapons, are not without their charms. Sure, they’re 
slow and don’t do much damage, but they’re accurate enough that 
you can count on them for that final bop when you know an enemy 
is close to death. When resources are tight, use ’em to club weak 
enemies and save yourself some TP. 


wnm 
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ATK 5-15 ACC 13 

MAX +20 VALUE 270M 

SPECIAL PROPERTIES: VARIABLE 


ATK 10-30 ACC 16 

MAX +20 VALUE 1,080M 

SPECIAL PROPERTIES: VARIABLE 


wsnm 



ATK 35-55 ACC 19 

MAX +15 VALUE 3.630M 

SPECIAL PROPERTIES: VARIABLE 


ACC 22 v 

„ _ VALUE 7.680M 

■ . 4 

SPECIAL PROPERTIES: VARIABLE 


H 7 J 

ATK 85-105 ACC 25 
MAX +10 VALUE 13.230M 
SPECIAL PROPERTIES: VARIABLE 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 




HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 




ATTACK | 


HUNTERS RANGERS FORCE 

YES YESl JYES 

MINIMUM REQUIREMENTS: 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

ATTACK j| 



_— — HUNTERS RANGERS FORCE 

■ [33310^ ^^^33333333 YE5 yes yes 


ATK 120-125 ACC 28 
MAX +9 VALUE 28.280M 
SPECIAL PROPERTIES: DARK: One-Hit Kill 


MINIMUM REQUIREMENTS: 

■33 


DISKA OF LIBERATOR 


1 
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ATK 120-146 ACC 31 
MAX +12 VALUE 36.000M 
l i SPECIAL PROPERTIES: HAVOC: Confuses Enemies ' 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

ATTACK 


DISKA OF BRAVEMA 





HUNTERS RANGERS FORCE 

YES NO NO 

MINIMUM REQUIREMENTS: 


m _ 

ATK 150-167 ACC 31 

MAX +9 VALUE 43,680M _ 

SPECIAL PROPERTIES: BERSERK: Uses HP to do 2x Damage 



ATK 20-30 ACC 30 
MAX +55 VALUE 675M 

SPECIAL PROPERTIES: VARIABLE 


ATK 50-60 ACC 32 
MAX +40 VALUE 2,700M 
SPECIAL PROPERTIES: VARIABLE 



ATK 90-90 ACC 33 
MAX +25 VALUE 6.075M 

SPECIAL PROPERTIES: VARIABLE 


ATK 110-120 ACC 35 
MAX +10 VALUE 10.800M 
SPECIAL PROPERTIES: VARIABLE 





HUNTERS RANGERS FORCE 

1 I NO NO YES 

MINIMUM REQUIREMENTS: 

, mental" 



HUNTERS RANGERS FORCE 

1 j NO NO YES 

MINIMUM REQUIREMENTS: 


HUNTERS RANGERS FORCE 

NO NO YES 


MINIMUM REQUIREMENTS: 

MENTAL j| 



HUNTERS RANGERS FORCE 

NO NO YES 


MINIMUM REQUIREMENTS: 

MENTAL | 


ATK 140-150 ACC 36 
MAX +9 VALUE 25,875M 


SPECIAL PROPERTIES: FLAME: Fire-Type Attack 


HUNTERS RANGERS FORCE 

NO NO YES 


MINIMUM REQUIREMENTS 



MACE OF ADAM AN 



170-170ACC 38 

+9 VALUE 33.300M 


SPECIAL PROPERTIES: STORM: Lightning-type Attack 

unuEmmuk 


HUNTERS RANGERS FORCE 

I NO NO YES 

MINIMUM REQUIREMENTS: 

■HU 



ATK 178-180 ACC 39 
MAX +9 VALUE 45.300M 
SPECIAL PROPERTIES: DARK: One-Hit Kill 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 


















































































































ATK 3-10 ACC 25 

MAX +15 VALUE 200M 


SPECIAL PROPERTIES: VARIABLE 


ATK 55-80 ACC 37 
MAX +50 VALUE 3.840M 
SPECIAL PROPERTIES: VARIABLE 


RARITY 


IARITY 


RARITY 


IRARITY 


Appendices 


Rods 


Rods are actually pretty cool. Your Force looks a lot more 
credible holding one of those than some dopey cane or frilly lit¬ 
tle wand, so that’s one plus. Also, they have pretty solid 
range, so you can hit an enemy with less fear of retali¬ 
ation, and their Accuracy and Attack are as good as 
it’s ever gonna get for a Force. They’re kind of like 
Hunter Partisans, but alas, they can only hit one 
enemy per swing. 


ATK 25-45 ACC 35 

MAX +75 VALUE 1,215M 

SPECIAL PROPERTIES: VARIABLE 


ATK 85-115 ACC 38 
MAX +30 VALUE 7.935M 
SPECIAL PROPERTIES: VARIABLE 


EMEHL 

ATK 100-150 ACC 39 
MAX +20 VALUE 13.500M 
SPECIAL PROPERTIES: VARIABLE 

mnnmzm 




ATK 130-185 ACC 41 
MAX +15 VALUE 29,535M 
SPECIAL PROPERTIES: DEVIL: Cuts Enemy HP by 1/2 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 
MENTAL 17f 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 
MENTAL Kt!tl 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 

MENTAL KMtl 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 

MENT AL ggjl 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 

MENTAL WLfom 


mini i ——a 

ATK 170-220 ACC 43 
MAX +15 VALUE 33.040M 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 

MENTAL Witim 


' SPECIAL PROPERTIES: SPIRIT: Uses TP to do 2X Damage 

i hi i i i i 
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ATK 210-230 ACC 45 
MAX +15 VALUE 49.560M 
SPECIAL PROPERTIES: FILL: STEAL 13% of Enemy’s HP 


HUNTERS RANGERS FORCE 

NO NO j YES 

MINIMUM REQUIREMENTS: 

MENTAL 


Wands 


These super-weak weapons have two things going for them: 
They’re very quick, so if you only use your weapon for smacking 
fallen Rappies and opening chests, they’re pretty handy; Two, they 
raise your Mind stat (by 10-20 MST, depending on the weapon). 
It’s not a lot, but every Force should keep one on hand at all times. 
That way, if you’re ever within 10 MST of learning a new technique, 
you can equip it, learn it a few levels early, and unequip it. 


ATK 10-30 ACC 27 
MAX +15 VALUE 1,800M 
^ SPECIAL PROPERTIES: VARIABLE 


ATK 35-50 ACC 28 
MAX +10 VALUE 5,000M 

SPECIAL PROPERTIES: VARIABLE 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 

MENTAL IYF1 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 
MENTAL 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 

MENTAL MeW 


HUNTERS RANGERS FORCE 
NO NO j YES 
MINIMUM REQUIREMENTS: 
MENTAL w*?m 


ATK 55-75 ACC 30 

I MAX +10 VALUE 11.250M 

' f SPECIAL PROPERTIES: VARIABLE 

unsssni^ 
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; ATK 70-95 ACC 31 

MAX +29 VALUE 29,000M 

SPECIAL PROPERTIES: FLAME: Fire-type Attack 

B l’.VMMms s SSSS* H ;T Tr YES 

ATK 73-105 ACC 33 minimum requirements: 

MAX +9 VALUE 40.250M mental gHTil 

' SPECIAL PROPERTIES: FREEZE: Freezes Enemies 

SHZxznamz* 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 
MENTAL 


MMMFiefR 


105-120 ACC 34 
+9 VALUE 54.000M 


SPECIAL PROPERTIES: STORM: Lightning-type Atack 


HUNTERS RANGERS FORCE 

NO NO YES 

MINIMUM REQUIREMENTS: 
MENTAL mSfil 














































Handguns 

Handguns are solid weapons that come in handy for any class. 
When Hunters and Forces need to pick off an enemy from far away or 
disarm traps, there’s just no substitute... And if it’s a Draw, Heart or 
Dim-series Handgun, all the better. But Rangers usually have better 
options; Rifles have longer range, more accuracy, and do more dam¬ 
age. So a Ranger with a good Rifle-series weapons should leave the 
Handguns for the Hunters and Forces. 


Rifles 

Nothing beats a good Rifle. The difference in range between 
Handguns and Rifles seems small (just a few meters), but it’s often 
the difference between firing frantically at an uncoming enemy 
and calmly snuffing out an oblivious beast who’s too far away to 
even react to your presence! They’re great for bosses too, 
because they can usually hit the Dragon in the air, De Rol Le in the 
water, and Dark Force’s final form from anywhere. 



ATK 20-30 ACC 26 
MAX +75 VALUE 642M 
SPECIAL PROPERTIES: VARIABLE 



midi _ 

ATK 45-65 ACC 29 
MAX +50 VALUE 3.500M 
SPECIAL PROPERTIES: VARIABLE 



ATK 80-100 ACC 31 
MAX +35 VALUE 8,642M 
SPECIAL PROPERTIES: VARIABLE 



ATK 120-140 ACC 33 
MAX +25 VALUE 1&,071M 
SPECIAL PROPERTIES: VARIABLE 


hunters rangers force 
YES YES YES 

MINIMUM REQUIREMENTS: 

accuracy 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

accuracy 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

ACCURACY 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 
ACCURACY 





ATK 150-180 ACC 35 
MAX +15 VALUE 25,785M 
SPECIAL PROPERTIES: VARIABLE 



HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 
ACCURACY EEm 


HUNTERS RANGERS FORCE 

YES yes yes 

ATK 155-210 ACC 38 minimu m requ irements: 

MAX +25 VALUE 40.500M accuracy EH3 

SPECIAL PROPERTIES: SEIZE: May Paralyze Enemy 


CUSTOM RAY V.00 



111 III — fTTTTTTTTT 

ATK 165-195 ACC 40 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

MAX 20 VALUE 36.160M accuracy MHM 

SPECIAL PROPERTIES: FLAME: Fire-type Attack 

HUNTERS RANGERS FORCE 

ATK 190-230 ACC 40 minimum requirements: 

I MAX +30 VALUE 53.642M accuracy Ed 

SPECIAL PROPERTIES: STORM: Lightning-type Attack 



* 


ATK 10-50 ACC 38 

MAX +65 VALUE 1.250M 

SPECIAL PROPERTIES: VARIABLE 



ATK 50-90 ACC 41 
MAX +55 VALUE 4,050M 

SPECIAL PROPERTIES: VARIABLE 





ATK 100-130 ACC 44 
MAX +45 VALUE 8.450M 
SPECIAL PROPERTIES: VARIABLE 


HUNTERS RANGERS FORCE 

NO YES NO 

MINIMUM REQUIREMENTS: 

ACCURACY 


HUNTERS RANGERS FORCE 

NO YES no 

MINIMUM REQUIREMENTS: 
ACCURACY 


HUNTERS RANGERS FORCE 

NO YES no 

MINIMUM REQUIREMENTS: 
ACCURACY »UM 


HUNTERS RANGERS FORCE 

NO YES no 

MINIMUM REQUIREMENTS: 

ACCURACY iES 


HUNTERS RANGERS FORCE 

NO YES NO 

MINIMUM REQUIREMENTS: 

ACCURACY 


HUNTERS RANGERS FORCE 

NO YES NO 

ATK 220-250 ACC 53 minimum requirements: 

MAX +15 VALUE 40.250M accuracy d| 

SPECIAL PROPERTIES: SEIZE: May Paralyze Enemy 





ATK 140-170 ACC 47 
MAX +35 VALUE 14.450M 
SPECIAL PROPERTIES: VARIABLE 


ATK 200-210 ACC 50 
MAX +25 VALUE 26.450M 
SPECIAL PROPERTIES: VARIABLE 



HUNTERS RANGERS FORCE 

NO YES no 

MINIMUM REQUIREMENTS: 
ACCURACY 


I > I 

jam ATK 260-280 ACC 56 

MAX +9 VALUE 45,450M 

SPECIAL PROPERTIES: HAVOC: Confuses Enemies 

min 

_ HUNTERS RANGERS FORCE 

N0 yes no 

ATK 290-320 ACC 58 minimum requirements: 

MAX +15 VALUE 51.050M accuracy EB1 

™ I SPECIAL PROPERTIES: DEVIL: Cuts Enemy’s HP by 1/2 




























Mechguns 


Like Handguns, Mechguns can be used by any class. Unlike 
Handguns, no class ever seems to actually want to use them 
‘Sure, they fire several bullets at once, but they do minimal 
v ama § e > have poor Accuracy, and their long animation 
■ cycle leaves you vulnerable. They can be fun when they 
have a nice ability... We found a Charge Repeater that was 
great against bosses, but like all Mechguns, it was too unre¬ 
liable in normal combat. 


Shots 

Shots fire a spread of five different bullets that are capable of 
homing in on five different enemies. They don’t do much dam¬ 
age and fire slowly, but since they pretty much guarantee you’ll 
get a piece of every enemy in the room, they’re amazing when 
you re out for EXP. In offline mode, though, they’re a bit iffy 
They re great against packs of Claws and the like, but you’ll 
want a weapon with some punch you can switch to against pow- 
erful enemies. H 


i mwMWi 


ATK 2-4 ACC 0 

MAX +9 VALUE 600M 

SPECIAL PROPERTIES: VARIABLE 


ASSAULT 


aa 

ATK 5-8 ACC 3 

| MAX +9 VALUE 2,400M 

SPECIAL PROPERTIES: VARIABLE 


ATK 5-12 ACC 6 

MAX +9 VALUE 5,400M 

SPECIAL PROPERTIES: VARIABLE 


C2 

ATK 5-16 ACf^ 9 

MAX +9 VALUE 9.600M 

SPECIAL PROPERTIES: VARIABLE 

fTTTTi^^ — 

- ATK 5-20 ACC 12 

MAX +9 VALUE 15,000M 

_ SPECIAL PROPERTIES: VARIABLE 

n i i i i i ii ^ 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 
ACCURACY 



HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 
ACCURACY 



HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

ACCURACY gTiU 


HUNTERS RANGERS FORCE 

YES YES YES 

MINIMUM REQUIREMENTS: 

( ACCU RACY na 


HUNTERS RANGERS FORCE 

ATK 15-25 ACC 15 YES YES YES 

MINIMU M REQUIREMENT S: 

_ MAX +9 VALUE 32,437M accuracy 

* SPECIA L PROPERTIES: BERSERK: Uses HP to do 2X damage 

nriii ■ ——— H ^ RS ™ ce 

ATK 10-30 ACC 18 YES — 

- MINIMUM REQUIREMENTS: 

II MAX +9 VALUE 42,750M accuracy TO 

SPECIAL PROPERTIES: FREEZES: May Freeze Enemy 

nmmmm 

nrih m^ HU " ERS R ““ RS F “ 8 o CE 

ATK 15-30 ACC 18 

° MINIMUM REQUIREMENTS: 

MAX +20 VALUE 51.667M accuracy W¥F% 

SPECIAL PROPERTIES: SEIZE: May Paralyze Enemy 



ATK 20-25 ACC 27 
MAX +20 VALUE 1,041M 
SPECIAL PROPERTIES: VARIABLE 


ATK 40-80 ACC 30 
MAX +15 VALUE 10.666M 
SPECIAL PROPERTIES: VARIABLE 

—E 1 


ATK 50-110 ACC 31 
MAX +15 VALUE 20.166M 
SPECIAL PROPERTIES: VARIABLE 


HUNTERS RANGERS FORCE 

NO YES NO 

MINIMUM REQUIREMENTS: 

ACCURACY 


HUNTERS RANGERS FORCE 




YES YES YES 



mm HUNTERS RANGERS FORCE 

m NO YES NO 

MINIMUM REQUIREMENTS: 

ACCURACY 

ATK 

MAX 

30-50 ACC 28 
+20 VALUE 4.166M 

MINIMUM REQUIREMENTS: 

ACCURACY 


SPECIAL PROPERTIES: VARIABLE 

—■ —■ i i 




HUNTERS RANGERS FORCE 

NO YES NO 

MINIMUM REQUIREMENTS: 

ACCURACY TiEl 


HUNTERS RANGERS FORCE 

NO YES NO 

MINIMUM REQUIREMENTS: 

ATTACK 



HUNTERS RANGERS FORCE 

ATK 60-140 ACC 33 N ° YES N ~ 

. . . w MINIMUM REQUIREMENTS: 

_ MAX +1 ° VALUE 32,666M ACCURAC y BEJ 

SPECIAL PROPERTIES: VARIABLE 

nmmnsnm. 

g ^ -g Oil HUNTERS rangers force 
ATK 85-133 ACC 34 N ° YES N ° 

. . . w MINIMUM REQUIREMENTS: 

MAX +25 VALUE 38,481M accuracy 

' ' SPECIAL PROPERTIES: FILL: Steal 13% of Enemy’s HP 

umniEZEfr 


HUNTERS RANGERS FORCE 

NO YES NO 


rnii f i c^T-c-g-gi 

' ATK 80-160 ACC 36 

MINIMUM REQUIREMENTS: 

- MAX +25 VALUE 51,666M accuracy gg| 

SPECIAL PROPERTIES: SOUL: refill 5% OF Player’s TP 

nmsnzsm 

HUNTERS R#NGERS F0R « 

ATK 95-170 ACC 36 N ° YESi N ° 

.. . w MINIMUM REQUIREMENTS: 

MAX +30 VALUE 57,166M accuracy 

SPECIAL PROPERTIES: LORD’S: Steals 20% of EXP 
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SPECIAL ITEMS 

Quest Weapons 

There are two different Special Weapons you can get for beating subplots in the 
Hunter’s Guild Quests. If you succeed in tracking down all of the members of 
WEAPONS, and return (after beating all of the quests), the woman who gave you 
your first WEAPONS Emblem will introduce you to the boss. She’ll give you the ten- 
star Frying Pan, a bizarre special weapon that is basically a Saber with the Soul abil¬ 
ity. It’s hardly the best special weapon, but it can easily be used by any character. 

The other side quest is a bit trickier to find. To get the details on how to battle 
Kireek for his ten star weapon, see page no. And keep your eyes peeled for more 
weapon opportunities in downloadable quests... Surely there’ll be a way to get 
that Flame Visit away from Bernie. 



Enemy Weapons 

As you travel through the Mines and Ruins, you may occasionally make a grim dis¬ 
covery after killing a Sinow Beat, Delsaber, or other local enemy. Sometimes they’ll 
leave behind body parts, such as “Delsaber’s Right Arm.” These items are the keys to 
earning powerful new secret weapons, such as the Delsaber’s Buster. 

To get an enemy body part forged into a weapon or shield, you have to first have 
beaten the “Doc’s Secret Plan” Hunter’s Guild Quest. At the end, Dr. Montague will 
promise to make you weapons if you bring him the right materials. To take him up on 
this offer, talk to him during some other quest where he makes a cameo, such as 
Unsealed Door. He’ll do it right there in town, once per quest (you can just quit and do 
it again if you have more material for him). You’d be surprised at the variety of horrific 
weaponry that can be forged from the limbs of your fallen foes. 



RANDOM ITEMS & RARE ENEM IES 

In addition to the usual random items 

fo-pid in eac- area, there are super-rare I 
items that can only be found by killing a 

certain enemy in a certain mode. For \ 

example, the only way to find the 9-star 

Dragon Slayer Sword is to kill the Dragon in Hard Mode, and hope you get lucky 
(which is kind of ironic, ‘cause if the Dragon Slayer is so good at slaying Dragons, 
then how did the Dragon get it?). 

There are much rarer items associated with most of the enemies in Hard, Very 
Hard, and Utilimate Modes. You can get most of the unique weapons, like the 
Photon Claw and Double Saber, rare Armors like Parasite Wear: De Rol Le (guess who 
you get that from) and rare Units like Hero/Ability. 

Some of the rarest items can only be found when you kill rare enemies. They’re a 
lot tougher than their regular forms, but they’re always worth the fight, since they 
may be holding some incredible stuff! If you do see a rare enemy, don’t ever telepipe 
back to town, or you may return to find it replaced by its more common equivalents. 



Katanas 

You’re first introduced to the Katana subplot in the “Seek my Master” Hunter’s 
Guild Quest. If you accept this quest and go off in search of Great Sword Zoke, you’ll 
recover three of the four legendary Katanas. At the end of the quest, the fourth, Agito, 
remains at large. You can read up on this subplot if you find one of the three very rare 
“Books of Katana” items. And if you’re very lucky, you just may find the Agito. 

Or should I say, an Agito. There are dozens of knock-offs of this legendary sword 
running around, so before you get excited, load up the “Seek My Master” quest and 
take your blade to the Tekker in town. He’ll tell you whether you have one of the 
many imitations, or the one true Agito. And even if you did get a forgery, it’s won’t 
be a bad weapon. 



"Merge" Barriers and Amps 

The Merge series of Barriers powers up techniques. For damage-dealing tech¬ 
niques, wearing the appropriate Merge will increase its power by 30%. If you 
wear a Red, Blue, or Yellow Merge, all the techniques of that series (Foie, Barta, 
and Zonde, respectively) will be powered up by 20% instead. For techniques 
like Resta and Shifta, the power is not affected but the range is doubled. To 
make a Merge Barrier, you need to wear a certain Rare Barrier and use an Amp 
item, which can be found in your journeys: 

Recovery B arrier Resta Amp, Anti Amp __ 

Assist Barrier _ Shifta Amp, Deband Amp _ __ 

Re p Barrier Foie Amp, Gifoie Amp, Rafoie Amp, Red Amp_ 

Blue Barrier _ Barta Amp, Gibarta Amp, Rabarta Amp, Blue Amp_. 

Yellow Barrier Zonde Amp, Gizonde Amp, Razonde Amp, Yellow Amp 

Equipment Combinations 

If you equip both Delsaber's Buster and the Shield of Delsaber at the same 
time, the efficiency of both will be doubled. The same is true for these other 
series of rare weapons and armors, but all three must be worn at once to get a 
50% boost in each. They are: 

• Flowen's Sword • Flowen's Shield • Flowen's Frame 

• DB's Saber • DB's Shield • DB'S Armor 

• Custom Ray • Custom Barrier • Custom Frame 

Colored Rings 

In a future online event, it will be possible to buy a single ring in one of six dif¬ 
ferent colors: Blue, Green, Yellow, Purple, White, and Black. You will be able to 
choose an attribute for your ring, but it won't do anything by itself. To activate 
the ring, you must have at least one other member of your party with the same 
color ring and the same attribute assigned to it. When two ring-bearers are 
within 5 meters of each other, each will get the stat boost! Your choices: 


Defenses 

+50 


Evasion 

+25 


Luck 

+25 


Accuracy 

+10 


Attack 

+50 


Spirit 

+50 


All Resistances 

+10 



Rank Weapons 

As in the DC version, if you complete all of the Challenge Modes with an 
S-Rank, you will be awarded a custom S-RANK weapon which you can add one 
special attribute to. The weapon choices, including the five new GameCube ver¬ 
sion options at the end, are: 

• Saber • Sword • Blade • Partisan • Slicer • Gun • Rifle • Mechgun • Shot 

• Cane • Rod • Wand • Twin • Claw • Bazooka • Needle • Scythe • Hammer 

• Moon • Psychogun • Punch • Windmill • Harisen • J-Blade • J-Cutter 

• Swords • Launcher • Cards • Knuckle • Axe . 
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The attributes you can add are: 

• Jellen • Zalure (both ARE effective vs. bosses) • HP 
Regeneration • TP Regeneration (1 point every 3 sec¬ 
onds) • Burning • Tempest • Blizzard ♦ Arrest 

• Chaos • Hell • Spirit • Berserk • Demon • Gush • 
^Geist • King 

^There are also rewards for getting lower 
^ ranks (like A and B), which include a 
number of nice exclusive armors and 
Carriers. 


'Holiday Items 


Forget your family and friends- - you should be 
spending your holidays online! On Halloween you 
can find a bunch of items needed to make rare Mags 
based on Sonic Team favorites like Sonic, Chao, and 
Opa Opa. On Easter you can get Sega game-based 
weapons like Sonic Knuckle, Panzer Claw, Drill Arm, 
and Rocket Punch. And on Christmas you can get 
most of the items needed for item combinations 
(below)! So where are these items? Look for the 
special, randomly occurring rare holiday Rappies! 

And check in on other holidays for other surprises 
as well. 


Quest Items 

Several online quests will be added that lead to new 
and exciting rare items that may not be available at 
the time of the game's launch. Things to look for¬ 
ward to include online CD soundtracks, tasty sweets, 
new Weapons Badges, rare items used in Item 
Combinations, and others. 

- Using "Photon Boosters" to power up rare 
weapons into even rarer, better weapons (like 
turning the "Frozen Shooter" into the "Snow 
Queen", the "Maser Beam" into the "Power 
Maser", the "Flame Visit" into the "Burning 
Visit". 

- Using enemy parts gained from De Rol Le and 
Olga Flow to power up items repeatedly. Turn 
your "Stink Frame" into "Parasite Wear: De 
Rol". Use it again to turn the "Parasite Wear: 
De Rol" into "Parasite Wear: Nelgal". Once 
more and it becomes "Parasite Wear: Vajulla 
Once more, and... 

- Many items can be used on multiple items, so 
just because your friend used a "Heart Key" to 
turn his Wand into a "Magical Piece" doesn't 


mean that's it only use. You can use the same 
item on much rarer items like "Spirit Garment" 
and "Invisible Garment" to get such bizarre 
rarities as the "Love Heart" and "Safety 
Heart". 

- Keep your eye on the various PSO community 
sites for more examples. Some of the combina¬ 
tions are so obscure it will take months for 
them to be uncovered. 


Rare Weapons & Guards 








a ^ S ' , provid ? d th , e names and stats for man V of the game’s super-rare weapons and guards. These are randomly dropped by ene¬ 

mies, and the higher the difficulty you re playing on. the better chance you have of finding one. Please note, however, that this is not an exhaustive list. 

IlMmC 

RARITY 

ATK 

ACC 

MAX 

SPECIAL 

HUNTERS 

RANGERS 

FORCES 

MIN REQ 

AKIKO’S WOK 


210-250 

40 

0 

Burning 

Y 

Y 

Y 

ATTACK: 412 

AKIKO’S FRYING PAN 


230-250 

40 

0 

Mind 

Y 

Y 

Y 

ATTACK: 250 

ANGRY FIST 

★★★★★★★★★ 

460-560 

62 

50 

Freeze 

Y 

Y 

Y 

ATTACK: 610 

BRAVE KNUCKLE 


380-460 

60 

30 

Hold 

Y 

Y 

Y 

ATTACK: 400 

BOOMA’S CLAW 

- rM - 

310-315 

48 

15 

n/a 

Y 

Y 

Y 

ATTACK: 300 

BROOM 


90-230 

35 

0 

Havoc 

N 

N 

Y 

MENTAL: 348 

CHAMELEON SCYTHE 

★★★★★★★★★ 

80-180 

30 

0 

Geist 

Y 

Y 

Y 

ATTACK: 412 

CRAZY TUNE 

★★★★★★★★★ v 

200-255 

30 

0 

Chaos 

Y 

Y 

Y 

ATTACK: 412 

DOUBLE SABER 


150-152 

30 

35 

Mind 

Y 

Y 

Y 

ATTACK: 235 

FLOWER CANE 

★★★★★★★★★ 

168-180 

41 

0 

n/a 

Y 

Y 

Y 

MENTAL: 348 

GUILTY LIGHT 


240-250 

38 

18 

Blizzard 

N 

Y 

N 

ACCURACY: 120 

HARISEN BATTLE FAN 


280-310 

40 

0 

Seize 

Y 

Y 

Y 

ATTACK: 412 

MAHU 

★★★★★★★★★ 

120-200 

40 

9 

Soul 

N 

N 

Y 

MENTAL: 385 ^ 

PHOTON CLAW 

★★★★★★★★★ 

230-300 

48 

20 

Drain 

Y 

Y 

Y 

ATTACK: 300 

PHOTON LAUNCHER 

★★★★★★★★ ★tr 

210-220 

35 

9 

Hold 

N 

Y 

N 

ACCURACY: 118 

RABBIT WAND 


120-230 

48 

0 

Chaos 

N 

N 

Y 

MENTAL: 348 

SAMBA MARACAS 

★★★★★★★★★ 

5-10 

10 

0 

Havoc 

Y 

Y 

Y 

ACCURACY: 100 

SILENCE CLAW 

★★★★★ 

335-345 

50 

15 

Dark 

Y 

N 

N 

ATTACK: 336 

STAG CUTLERY 

★ ★★★★★★★★■& 

230-235 

35 

30 

Havoc 

Y 

Y 

N 

ATTACK: 343 

SOUL EATER 

★★★★★★★★★ v 

180-185 

40 

9 

Berserk 

Y 

Y 

Y 

ATTACK: 165 

TALIS 


120-180 

38 

9 

Mind 

N 

N 

Y 

MENTAL: 475 

TOY HAMMER 

★ ★★★★★★★★?> 

1-400 

1 

0 

Berserk 

Y 

Y 

Y 

ATTACK: 412 

TWIN PSYCHO GUN 

★★★★★★★★★ 

35-40 

23 

0 

n/a 

Y 

Y 

N 

ACCURACY: 100 

YAMATO 

★ ★★★★★★★★<? 

380-390 

40 

60 

Blizzard 

Y 

N 

N 

ATTACK: 470 

AGITO (FAKE) 

★★★★★★★★★★ 

200-500 

40-51 

+ 9-50 

Dim 

Y 

Y 

Y 

ATTACK: 350-510 

ANCIENT SABER 

★★★★★★★★★★ 

531-544 

50 

9 

Kings 

Y 

N 

Y 

ATTACK: 740 

ANO RIFLE 

★★★★★★★★★★ 

350-380 

64 

15 

Seize 

N 

Y 

N 

ACCURACY: 174 

ANTI-ANDROID RIFLE 

★★★★★★★★★★ 

330-350 

60 

9 

Tempest 

N 

Y 

N 

ACCURACY: 163 

ASUKA 

★★★★★★★★★★ 

560-570 

50 

30 

Burning 

Y 

N 

N 

ATTACK: 650 

BELRA CANNON 

★★★★★★★★★★ 

400-500 

45 

20 

Berserk 

N 

Y 

N 

ACCURACY: 187 

BERDYSH 

★★★★★★★★★★ 

270-290 

40 

25 

n/a 

Y 

N 

N 

ATTACK: 710 

S BERIL’S HANDS #o 

★★★★★★★★★★ 

158-197 

30 

35 

Havoc 

Y 

Y 

Y 

ATTACK: 450 
































































































































































































NAME RARITY 

BRANCH OF PAKU PAKU ★★★★★★★★★★ 

ATK 

240-267 

ACC 

45 

MAX 

0 

SPECIAL 

n/a 

HUNTERS 

N 

RANGERS 

N 

FORCES 

Y 

MIN REQ 

MENTAL: 600 

CADUCEUS 

★★★★★★★★★★ 

360-360 

54 

0 

n/a 

N 

N 

Y 

MENTAL: 720 

CHAINSAWD 

★★★★★★★★★★ 

500-525 

36 

15 

Gush 

Y 

N 

N 

ATTACK: 700 

BRINGER’S RIFLE 

★★★★★★★★★★ 

330-370 

63 

9 

Demons 

N 

Y 

Y 

ACCURACY: 140 

SORCERER’S CANE 

★★★★★★★★★★ 

360-360 

53 

0 

Geist 

N 

N 

Y 

MENTAL: 756 

DB’S SWORD (l) 

★★★★★★★★★★ 

100-340 

27-48 

14-85 

n/a 

Y 

Y 

Y 

ATTACK: 90-600 

DELSABER’S BUSTER 

★★★★★★★★★★ 

340-350 

44 

9 

Storm 

Y 

Y 

Y 

ATTACK: 295 

DEMOLITION COMET 

★★★★★★★★★★ 

530-530 

38 

25 

Devils 

Y 

N 

N 

ATTACK:352 

DEMONIC FORK 

★★★★★★★★★★ 

325-340 

50 

0 

Kings 

N 

N 

Y 

MENTAL: 720 

DRAGON’S CLAW 

★★★★★★★★★★ 

550-580 

54 

35 

n/a 

Y 

N 

N 

ATTACK: 600 

EGG BLASTER 

★★★★★★★★★★ 

300-330 

40 

0 

Flame 

N 

Y 

N 

ACCURACY: 140 

ELYSION 

★★★★★★★★★★ 

360-368 

52 

9 

n/a 

Y 

Y 

Y 

MENTAL: 680 

RIKA’S CLAW 

★★★★★★★★★★ 

590-670 

54 

35 

Tempest 

Y 

Y 

N 

ATTACK: 890 

FLAME VISIT 

★★★★★★★★★★ 

300-450 

40 

9 

Havoc 

N 

Y 

N 

ACCURACY: 154 

FLIGHT CUTTER 

★★★★★★★★★★ 

250-260 

40 

9 

Devils 

Y 

Y 

N 

ATTACK: 820 

FLIGHT FAN 

★★★★★★★★★★ 

185-200 

34 

15 

Lords 

Y 

Y 

Y 

ATTACK: 500 

FLOWEN’S SWORD (l) 

★★★★★★★★★★ 

121-320 

5*34 

9-85 

n/a 

Y 

N 

N 

ATTACK: 378-680 

FROZEN SHOOTER 

★★★★★★★★★★ 

240-250 

60 

9 

n/a 

N 

Y 

N 

ACCURACY: 162 

GIGOBOOMA’S CLAW 

★★★★★★★★★★ 

450-500 

55 

55 

n/a 

Y 

N 

N 

ATTACK: 600 

GOBOOMA’S CLAW 

★★★★★★★★★★ 

330-345 

50 

35 

n/a 

Y 

Y 

N 

ATTACK: 336 

GOD HAND 

★★★★★★★★★★ 

580-700 

70 

30 

Kings 

Y 

Y 

N 

ATTACK: 800 

BARANZ MISSILE 

★★★★★★★★★★ 

230-240 

40 

30 

Charge 

N 

Y 

N 

ACCURACY: 181 

GUARDIANNA 

★★★★★★★★★★ 

200-280 

40 

9 

Spirit 

N 

N 

Y 

MENTAL: 490 

Gl GUE BAZOOKA 

★★★★★★★★★★ 

520-620 

40 

0 

Seize 

N 

Y 

N 

ACCURACY:200 

GALLWIND 

★★★★★★★★★★ 

270-310 

40 

15 

n/a 

N * 

N 

Y 

MENTAL: 800 

HEART OF POUMN 

★★★★★★★★★★ 

680-700 

56 

0 

Chaos 

Y 

N 

N 

ATTACK: 850 

HILDEBEAR’S CANE 

★★★★★★★★★★ 

220-230 

50 

9 

Flame 

N 

N 

Y 

MENTAL: 400 

HILDEBLUE’S CANE 

★★★★★★★★★★ 

290-300 

52 

9 

Blizzard 

N 

N 

Y 

MENTAL: 700 

HITOGATA 

★★★★★★★★★★ 

150-230 

50 

9 

Soul 

N 

N 

Y 

MENTAL: 495 

HOLY RAY 

★★★★★★★★★★ 

290-300 

70 

40 

Arrest 

N 

Y 

N 

MENTAL: 680 

HUGE BATTLE FAN 

★★★★★★★★★★ 

580-650 

53 

0 

Hell 

Y 

Y 

N 

ATTACK: 680 

IMPERIAL PICK 

★★★★★★★★★★ 

280-300 

41 

9 

Devils 

Y 

N 

N 

ATTACK: 785 

INFERNO BAZOOKA 

★★★★★★★★★★ 

230-410 

41 

9 

Devils 

Y 

Y 

Y 

ACCURACY: 142 

KAMUI 

★ ★ ★ ★ ★ +\icir ★ ★ 

650-650 

55 

0 

Dark 

Y 

N 

N 

ATTACK:700 

MADAM’S UMBRELLA 


210-280 

40 

0 

Beserk 

Y 

Y 

Y 

ATTACK: 500 

MASER BEAM 

★★★★★★★★★★ 

230-230 

37 

20 

n/a 

N 

Y 

N 

ACCURACY:i6o 

METEOR CUDGEL 

★★★★★★★★★★ 

300-560 

42 

15 

Blizzard 

Y 

N 

N 

ATTACK: 750 

MONKEY KING BAR 

★★★★★★★★★★ 

380-390 

4 i 

25 

Devils 

Y 

Y 

N 

ATTACK: 500 

MORNING GLORY 

★★★★★★★★★★ 

450-500 

52 

0 

n/a 

Y 

Y 

Y 

ATTACK:700 

P-ARM’S BLADE 

★★★★★★★★★★ 

250-270 

34 

25 

Arrest 

Y 

Y 

Y 

ATTACK: 568 

PANZER FAUST 

★★★★★★★★★★ 

350-500 

42 

9 

Chaos 

N 

Y 

N 

ACCURACY: 181 

PARTISAN OF LIGHTNING 

370-410 

40 

60 

Tempest 

Y 

N 

N 

ATTACK: 600 

RAPPY FAN 

★★★★★★★★★★ 

140-146 

35 

32 

Havoc 

Y 

Y 

Y 

ATTACK: 480 

RED DAGGER 

★★★★★★★★★★ 

245-280 

35 

65 

Soul 

Y 

N 

N 

ATTACK: 600 

RED HANDGUN 

★★★★★★★★★★ 

300-300 

46 

50 

Storm 

Y 

Y 

Y 

ACCURACY: 140 

REDMECHGUN 

★★★★★★★★★★ 

50-50 

25 

30 

Havoc 

N 

Y 

N 

ACCURACY: 155 

RED PARTISAN 

★★★★★★★★★★ 

290-295 

43 

40 

Freeze 

Y 

N 

N 

ATTACK:700 

RED SABER 

★★★★★★★★★★ 

450-489 

51 

78 

Fill 

Y 

Y 

Y 

ATTACK: 502 

RED SCORPIO 

★★★★★★★★★★ 

280-300 

42 

50 

Burning 

N 

Y 

N 

ACCURACY: 150 

REDSLICER 

★★★★★★★★★★ 

190-200 

38 

45 

Flames 

Y 

Y 

Y 

ATTACK: 750 

RED SWORD 

★★★★★★★★★★ 

400-611 

37 

52 

Seize 

Y 

N 

N 

ATTACK:630 

RUBY BULLET 

★★★★★★★★★★ 

350-350 

60 

0 

Burning 

N 

Y 

N 

ACCURACY: 160 

ZANBA 

★★★★★★★★★★ 

310-438 

38 

38 

Berserk 

Y 

N 

N 

ATTACK: 710 

SANGE 

★★★★★★★★★★ 

500-550 

50 

0 

Fill 

Y 

N 

N 

ATTACK: 650 

THE SIGN OF A GOD 

★★★★★★★★★★ 

175-180 

40 

0 

n/a 

N 

N 

Y 

MENTAL: 653 

SINOW BEAT’S BLADE 

★★★★★★★★★★ 

210-220 

35 

15 

Hell 

Y 

Y 

N 

ATTACK: 400 

SINOW RED BLADE 

★★★★★★★★★★ 

340-350 

39 

15 

n/a 

Y 

N 

N 

ATTACK; 821 

SPREAD NEEDLE 

★★★★★★★★★★ 

1-110 

40 

40 

Seize 

Y 

N 

Y 

ACCURACY: 135 

STING TIP 

★★★★★★★★★★ 

170-170 

40 

30 

Soul 

N 

N 

Y 

MENTAL: 450 

SOUL BANISH 

★★★★★★★★★★ 

350-370 

45 

9 

Berserk 

Y 

Y 

Y 

ATTACK: 850 

SUPPRESSED GUN 

★★★★★★★★★★ 

260-270 

47 

9 

n/a 

Y 

Y 

Y 

ACCURACY: 110 

TECHNICAL CROZIER 

★★★★★★★★★★ 

130-135 

36 

0 

n/a 

N 

N 

Y 

MENTAL: 285 

























































































































































































Rare Weapons (con’t) 


NAME 

RARITY 

ATK 


ACC 

MAX 

SPECIAL 

HUNTERS 

RANGERS 

FORCES 

MIN REQ 

G-ASSASSIN’S SABERS 

★★★★★★★★★★ 

350-360 


35 

25 

Arrest 

Y 


N 

Y 

ATTACK: 390 

TWIN BLAZE 

★★★★★★★★★★ 

300-350 


40 

9 

n/a 

Y 


Y 

N 

ATTACK: 685 

TWIN BRAND 

★★★★★★★★★★ 

235-240 


39 

60 

Devils 

Y 


Y 

N 

ATTACK: 400 

TWIN CHAKRAM 

★★★★★★★★★★ 

245-250 


32 

20 

Dark 

Y 


Y 

Y 

ATTACK: 480 

VICTOR AXE 

★★★★★★★★★★ 

300-420 


44 

20 

Fill 

Y 


Y 

Y 

ATTACK: 400 

WINDMILL 

★★★★★★★★★★ 

300-310 


44 

9 

n/a 

Y 


Y 

Y 

MENTAL: 690 

YASMINAKOV 2000 H 

★★★★★★★★★★ 

340-340 


45 

10 

n/a 

N 


Y 

N 

ACCURACY: 164 

YASMINAKOV 3000 R 

★★★★★★★★★★ 

370-400 


66 

60 

n/a 

N 


Y 

N 

ACCURACY: 171 

YASMINAKOV 7000 V 

★★★★★★★★★★ 

370-450 


67 

25 

n/a 

N 


Y 

N 

ACCURACY: 190 

YASMINAKOV 9000 M 

★★★★★★★★★★ 

40-80 


27 

10 

n/a 

N 


Y 

N 

ACCURACY: 168 

AGITO (FAKE) 

★★★★★★★★★★★ 

460-480 


45 

0 

Dim 

Y 


N 

N 

ATTACK: 500 

ANGEL HARP 

★★★★★★★★★★★ 

300-320 


60 

0 

Chaos 

N 


Y 

Y 

ACCURACY: 120 

BLUEFULLCARD 

★★★★★★★★★★★ 

200-250 


40 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

DARK BRIDGE 

★★★★★★★★★★★ 

185-400 


34 

0 

n/a 

N 


N 

Y 

MENTAL: 900 

DARK FLOW 

★★★★★★★★★★★ 

756-900 


50 

0 

n/a 

Y 


N 

N 

ATTACK: 971 

DARK METEOR 

★★★★★★★★★★★ 

150-280 


45 

25 

n/a 

N 


Y 

N 

ACCURACY: 190 

EVIL CURST 

★★★★★★★★★★★ 

444-666 


44 

0 

n/a 

N 


N 

Y 

MENTAL: 999 

GREENILL CARD 

★★★★★★★★★★★ 

200-250 


40 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

HANDGUN GULD 

★★★★★★★★★★★ 

370-400 


38 

9 

Soul 

N 


Y 

N 

ACCURACY: 167 

LAVIS CANNON 

★★★★★★★★★★★ 

730-750 


54 

0 

n/a 

Y 


N 

N 

ATTACK: 800 

MADAM’S PARASOL 

★★★★★★★★★★★ 

215-220 


40 

0 

Spirit 

Y 


Y 

Y 

ATTACK: 570 

HANDGUN MILLA 

★★★★★★★★★★★ 

350-360 


48 

9 

Fill 

N 


Y 

N 

ACCURACY: 168 

NIE’S CLAW 

★★★★★★★★★★★ 

756-756 


60 

0 

Spirit 

Y 


N 

N 

ATTACK: 900 

NUG -2000 BAZOOKA 

★★★★★★★★★★★ 

400-660 


30 

32 

n/a 

N 


Y 

N 

ACCURACY: 200 

ORAN CARD 

★★★★★★★★★★★ 

200-250 


40 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

PINKALCARD 

★★★★★★★★★★★ 

200-250 


40 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

PROPHETS OF MOTAV 

★★★★★★★★★★★ 

90-250 


45 

0 

n/a 

N 


N 

Y 

MENTAL: 900 

PURPLENUM CARD 

★★★★★★★★★★★ 

200-250 


40 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

RAINBOW BATON 

★★★★★★★★★★★ 

300-320 


40 

24 

Chaos 

Y 


Y 

Y 

ATTACK: 570 

REDRIACARD 

★★★★★★★★★★★ 

200-250 


40 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

SEALED J-SWORD 

★★★★★★★★★★★ 

400-525 


35 

0 

Hell 

Y 


N 

N 

ATTACK: 710 

SKYLY CARD 


200-250 


40 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

SUMMIT MOON 

★ ★ ★ ★ itpr ★ ★ ★ ★ ★ 

270-280 


42 

9 

Tempest 

N 


N 

Y 

MENTAL: 650 

TWINKLE STAR 

★★★★★★★★★★★ 

175-175 


40 

0 

Tempest 

N 


N 

Y 

Rental: 670” 

VIRIDIA CARD 

★★★★★★★★★★★ 

200-250 


40 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

WHITILL CARD 

★★★★★★★★★★★ 

200-250 


46 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

YASHA 

★★★★★★★★★★★ 

500-550 


50 

0 

Fill 

Y 


N 

N 

ATTACK: 650 

YELLOWBOZE CARD 

★★★★★★★★★★★ 

200-250 


30 

0 

n/a 

N 


N 

Y 

MENTAL: 200 

DOUBLE CANNON 

★★★★★★★★★★★★ 

620-650 


45 

0 

n/a 

Y 


N 

N 

ATTACK: 900 

GULD MILLA 

★★★★★★★★★★★★ 

180-200 


30 

9 

Gush 

N 


Y 

N 

ACCURACY: 190 

HEAVEN PUNISHER 

★★★★★★★★★★★★ 

300-330 


50 

0 

n/a 

N 


Y 

N 

ACCURACY: 210 

HITOGATA “GOSHIKI” 

★★★★★★★★★★★★ 

350-354 


50 

0 

Geist 

N 


N 

Y 

MENTAL: 900 

LAVIS BLADES 

★★★★★★★★★★★★ 

380-450 


40 

0 

n/a 

Y 


N 

N 

ATTACK: 850 

OROTIAGITO 

★★★★★★★★★★★★ 

750-800 


55 

0 

Devils 

Y 


N 

N 

ATTACK: 850 

PSYCHO WAND 

★★★★★★★★★★★★ 

395-400 


55 

0 

n/a 

N 


N 

Y 

MENTAL: 900 

SANGEYASHA 

★★★★★★★★★★★★ 

640-650 


50 

30 

Gush 

Y 


N 

N 

ATTACK: 800 

TSUMIKIRI j-SWORD 

★★★★★★★★★★★★ 

700-756 


40 

50 

n/a 

Y 


N 

N 

ATTACK: 910 

Rare Guards 












NAME 

RARITY 

EFR ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION MIN LEVEL HUNTERS RANGERS FORCES 

GOD’S SHIELD: Byakko 

★ ★★★★★★★★ T-? 

10 10 

30 

0 

0 

45 

80 

50 


Y 

Y Y 

GOD’S SHIED: Suzaku 

★★★★★★★★★☆ 

0 

0 

20 

0 

0 

45 

80 

50 


Y 

Y Y 

SHIELD OF DELSABER 

★★★★★★★★★ w 

0 0 

0 

25 

0 

65-72 

115-222 

40 


Y 

Y N 

ASSIST BARRIER 

★★★★★★★★★★ 

0 0 

0 

0 

0 

2-7 

25-30 

5 


Y 

Y Y 

ATTRIBUTE WALL 

★★★★★★★★★★ 

0 

0 

30 

5 

5 

75-85 

100-110 

40 


Y 

Y Y 

BLUE BARRIER 

★★★★★★★★★★ 

0 0 

0 

0 

0 

2-7 

25-30 

5 


Y 

Y Y 

BLUE MERGE 

★★★★★★★★★★ 

0 0 

20 

0 

0 

2-7 

25-30 

24 


Y 

Y Y 

COMBAT GEAR 

★★★★★★★★★★ 

0 0 

0 

0 

0 

0-0 

0-0 

65 


Y 

Y Y 

CUSTOM BARRIER ver.oo 

★★★★★★★★★★ 

30 30 

28 

0 

0 

65-75 

65-75 

00 


Y 

Y Y 

DB’S SHIELD 

★★★★★★★★★★ 

25 25 

30 

0 

0 

67-77 

67-77 

65 


Y 

Y N 

FLOWEN’S SHIELD 

★★★★★★★★★★ 

25 30 

22 

0 

0 

62-72 

70-80 

65 


Y 

Y N 









































































































































Rare Guards (con’t) 


NAME 

RARITY 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

MIN LEVEL 

HUNTERS 

RANGERS 

FORCES 

HEAL BARRIER 

★★★★★★★★★★ 

0 

0 

0 

0 

0 

2-7 

25-30 

5 

Y 

Y 

Y 

HUNTER’S SHELL 

★★★★★★★★★★ 

22 

27 

28 

0 

0 

88-138 

222-237 

108 

Y 

N 

N 

INVISIBLE GUARD 

★★★★★★★★★★ 

18 

30 

25 

0 

0 

15-23 

70-78 

16 

Y 

Y 

Y 

KASAMI BRACER 

★★★★★★★★★★ 

28 

28 

28 

0 

0 

96-146 

235-250 

111 

Y 

N 

N 

LIGHT RELIEF 

★★★★★★★★★★ 

0 

0 

0 

25 

0 

20-27 

70-77 

16 

Y 

Y 

Y 

RED BARRIER 

★★★★★★★★★★ 

0 

0 

0 

0 

0 

2-7 

25-30 

5 

Y 

Y 

Y 

RED MERGE 

★★★★★★★★★★ 

20 

0 

0 

0 

0 

2-7 

25-30 

23^ 

Y 

Y 

Y 

REGEN GEAR ADV. 

★★★★★★★★★★ 

0 

0 

0 

0 

0 

45-52 

90-97 

65 

Y 

Y 

Y 

REGENERATE GEAR 

★★★★★★★★★★ 

0 

0 

0 

0 

0 

40-47 

85-92 

65 

Y 

Y 

Y 

SACRED GAURD 

★★★★★★★★★★ 

20 

18 

22 

0 

15 

5*13 

15-23 

16 

Y 

Y 

Y 

SECRET GEAR 

★★★★★★★★★★ 

30 

30 

20 

0 

0 

75-85 

105-115 

40 

Y 

Y 

Y 

SECURE FOOT 

★★★★★★★★★★ 

20 

20 

20 

0 

0 

83-133 

230-245 

119 

N 

Y 

N 

S* PARTS ver.1.16 

★★★★★★★★★★ 

15 

30 

15 

0 

0 

20-28 

60-68 

16 

Y 

Y 

Y 

S-PARTS ver.2.01 

★★★★★★★★★★ 

10 

30 

10 

0 

0 

25-32 

65-72 

16 

Y 

Y 

Y 

STANDSTILL SHIELD 

★★★★★★★★★★ 

20 

20 

27 

0 

0 

163-213 

175-190 

124 

Y 

Y 

N 

TRIPOLIC SHIELD 

★★★★★★★★★★ 

20 

25 

20 

0 

0 

95-145 

231-246 

101 

Y 

Y 

Y 

YELLOW BARRIER 

★★★★★★★★★★ 

0 

0 

0 

0 

0 

2-7 

25-30 

5 

Y 

Y 

Y 

YELLOW MERGE 

★★★★★★★★★★ 

0 

20 

0 

0 

0 

2-7 

25-30 

25 

Y 

Y 

Y 

RED RING 

★★★★★★★★★★★ 

30 

30 

30 

5 

5 

130-215 

212-237 

107 

Y 

Y 

Y 

RICO’S EARRING 

★★★★★★★★★★★ 

15 

15 

15 

0 

0 

96-181 

237-252 

132 

Y 

Y 

Y 

RICO’S GLASSES 

★★★★★★★★★★★ 

0 

0 

0 

0 

0 

1-1 

1-1 

147 

N 

N 

Y 

ATTRIBUTE PLATE 

★★★★★★★★★★ 

5 

5 

5 

20 

25 

105-113 

85-93 

53 

Y 

Y 

N 

CUSTOM FRAME ver.oo 

★★★★★★★★★★ 

0 

0 

0 

13 

18 

80-90 

85-95 

75 

Y 

Y 

Y 

D-PARTS ven.oi 

★★★★★★★★★★ 

0 

0 

0 

15 

25 

115-125 

85-92 

50 

Y 

Y 

Y 

D-PARTS ver2.oi 

★★★★★★★★★★ 

0 

0 

0 

20 

25 

125-135 

90-98 

80 

Y 

Y 

Y 

DB’S ARMOR 

★★★★★★★★★★ 

0 

0 

0 

13 

20 

85-95 

80-90 

75 

Y 

Y 

N 

FLOWEN’S FRAME 

★★★★★★★★★★ 

0 

0 

0 

15 

18 

82-92 

72-82 

75 

Y 

Y 

N 

GRAVITON PLATE 

★★★★★★★★★★ 

0 

0 

0 

18 

15 

125-133 

0-0 

53 

Y 

Y 

N 

REVIVAL GARMENT 

★★★★★★★★★★ 

0 

0 

0 

18 

20 

85-90 

60-70 

57 _ 

Y 

Y 

Y 

SPIRIT GARMENT 

★★★★★★★★★★ 

0 

0 

0 

20 

25 

100-107 

92-97 

70 

Y 

Y 

Y 

AURA FIELD 

★★★★★★★★★★★ 

0 

0 

0 

20 

20 

235-285 

134-154 

151 

Y 

Y 

Y 

BRIGHTNESS CIRCLE 

★★★★★★★★★★★ 

0 

0 

0 

25 

20 

190-240 

116-136 

110 

Y 

Y 

Y 

DF FIELD 

★ ★ ★ ★ 

0 

0 

0 

17 

22 

203-253 

116-136 

120 

Y 

Y 

Y 

ELECTRO FRAME 


5 

0 

5 

5 

5 

196-246 

120-140 

121 

Y 

Y 

Y 

FLAME GARMENT 

★★★★★★★★★★★ 

5 

0 

0 

0 

0 

180-230 

114-134 

100 

Y 

Y 

& 

— & — 

GUARD WAVE 

★★★★★★★★★★★ 

0 

0 

0 

18 

20 

173-223 

110-130 

100 

Y 

Y 


LUMINOUS FIELD 

★★★★★★★★★★★ 

0 

0 

0 

15 

15 

206-256 

120-144 

100 

Y 

Y 

Y 

SACRED CLOTH 

★★★★★★★★★★★ 

0 

0 

0 

15 

20 

100-150 

50-70 

143 

Y 

Y 

Y 

SMOKING PLATE 

★★★★★★★★★★★ 

5 

0 

0 

20 

25 

223-273 

122-142 

130 

N 

N 

Y 


Special Abilities 


Soul Eater 

You slowly lose HP 

Sorcerer’s Cane 

Frozen Shooter 

TP costs decrease by 10% _ _ 

Randomly Freezes you, but special attack has very high chance of 
freezing enemies 

God Hand 

Attack motion is faster 

Madam’s 

Umbrella_ 

Slowly regain TP 

Morning Glory 

The Sign of a God 

Attack Power increase as you defeat enemies 

Special Attack: Lightning 

Sinow Red Blade 

Special Attack: Shifta/Deband 

Soul Banish 

You slowly lose HP, pay HP for Dark-type special attack 

Twin Blaze 

Special Attack: Gifoie 

Windmill 

Dark Bridge 

Dark Flow 

Your attacks spin the windmill, and you can release the energy as a 
mysterious special attack 

TP costs decrease by 50%, but also consume HP 

Unleashes mysterious wave special attack when you have 1/8 you 
max HP 

Dark Meteor 

Evil Curst 

Special Attack: Piercing Laser 

You slowly lose TP; special attack unleases a wave of dark energy 

Lavis Cannon 

Special Attack: pay HP to unleash a mysterious wave attack 

Madam’s Parasol 

Slowly regain HP 

Prophets of Motav 

Special Attack: lellen/Zalure 



Double Cann oijH Special Attack: pay HP to unleash a m ysterious wave attack. 

Heaven Punisher [ Af ter beating 100 enemies, unleashes “D ivine Ju stice” Special attack 


Lavis Blades Spe cial Attack; pay HP to unleash a mysterious w ave attack _ 

Psycho Wand Special attack casts a random technique; TP costs decrease by 50%, but 
Hg^^^H^Kconsume HP __ 


Shield of Delsaber 

Efficacy doubles when used with Delsaber’s Buster 

Custom Barrier 

ver.oo 

Efficacy of Custome Ray, Frame, and Barrier increased by 50% 
when used together 

DB’s Shield 

Efficacy of DB’s 5 word, Armor and Shield increased by 50% when used 


- mgcuici _ _ _ 

Flowen’s Shield Efficacy of Flo wen’s Shield, Sword, and Frame increased by 50% when 

used together.. 


Regen Gear Adv. 

When you guard, you recover 2% of vour max TP 

Regenerate Gear 

When vou guard, you recover 2% of your max HP 

Sacred Guard 

Protects you from Freeze effect 

Rico’s Glasses 

Wearer can see traps 

Revival Garment 

Slowly regain HP 

Spirit Garment 

Slowly regain TP 

Aura Field 

slowly lose TP 

Luminous Field 

slowly lose HP 

Sense Plate 

Wearer can see traps 

Sacred Cloth 

Prevents Paralysis 


























































































































































































































































































































Appendices 


Elements 



Whenever you find a weapon with a “????” before the name, that means it has an element. 
Bring it to a Tekker, and he’ll tell you which of the forty elements it is (there are 11 different ele¬ 
ment categories, with up to 4 rarity levels each). You can then use that element’s abili¬ 
ty by doing the weapon’s special attack. You’ll find better elements at higher game lev¬ 
els, and different Tekkers may appraise the element’s rarity level differently. 

Each element has a rarity level between 1 and 4 stars, which is added to the rar¬ 
ity of the weapon (so a Frost Sniper is a four-star weapon: 2 for the Sniper, 2 for 
the element). All the nine-star and up weapons have fixed elements, but a 0-5 star 
weapon may have any element. 




Fire and Lightning-type weapons are a 
little iffy, since most weapons do more 
damage (and are far more accurate) 
with their standard attacks. But there 
are exceptions: Clubs, Wands, 
Mechguns, and other low Power 
weapons will frequently do more dam¬ 
age with elemental special attacks. 

-- - .r. 111 i.ifiiin •- i rr~n~i' i it r 


HEAT 

ADDED RARITY 

ADDED VALUE 

+l,OOOM 

DOES FIRE- 
TYPE DAMAGE 


111 [|[||L[ Bmmi 

iwsr*'- 

{■Bftwjftn'* Edge - - - • ] 

A superior short | 

drfcrwHj Armor 
□HtiT/Arnt** 

j GHUfte/IWi 

by masters. 

Can cut enemy 

GMi .Scf *ci ni/hjwcr ♦ 

GWUCrwrnl/l’owei 

DgHttffin Han lrrt 

! GblKomu 

health to 1 /4 with 
a special attack. 

«l 3/3 Ra-i 


RE FLAME 

BURNING 


ADDED RARITY 

vf >f 

ADDED VALUE 

+4,000M 

DOES FIRE- 
TYPE DAMAGE 


ADDED RARITY 


ADDED VALUE 

+9,000M 


DOES FIRE- 
TYPE DAMAGE 


ADDED RARITY 

★ ★★☆ 

ADDED VALUE 

+16,000M 

DOES FIRE- 
TYPE DAMAGE 



Even on powerful weapons, Lightning 
and Fire-type attacks have their uses. 
Since they’re techniques, they can dam¬ 
age enemies with high physical defense 
(like Pan Arms, Dark Gunners, and 
Hard/Very Hard mode bosses). 
Lightning may also paralyze Machine 
enemies. 


SHOCK THUNDER STORM 


ADDED RARITY 

ADDED VALUE 

+1.000M 

DOES LIGHTNING- 
TYPE DAMAGE 


ADDED RARITY 

ADDED VALUE 

+4,000M 

DOES LIGHTNING- 
TYPE DAMAGE 


ADDED RARITY 
★ ★★☆ 

ADDED VALUE 

+9,000M 

DOES LIGHTNING- 
TYPE DAMAGE 


TEMPEST 

ADDED RARITY 

★ ★★★ 

ADDED VALUE 

+16.000M 

DOES LIGHTNING- 
TYPE DAMAGE 


mam 



Ice weapons are fairly useful at high¬ 
er levels, since they can be quite accu¬ 
rate against certain enemies. They’re 
most useful online, where everyone can 
gang up on the victim, or with weapons 
like Swords or Partisans that can affect 
multiple foes. Ice does not work 
against bosses. 


ICE 


FROST FREEZE 


ADDED RARITY 

ADDED VALUE 

+1.000M 

MAY FREEZE 
ENEMIES 


ADDED RARITY 

ADDED VALUE 

+4,000M 

MAY FREEZE 
ENEMIES 


ADDED RARITY 

ADDED VALUE 

+9,000M 

MAY FREEZE 
ENEMIES 


— II 

BLIZZARD 

ADDED RARITY 
★ ★★★ 

ADDED VALUE 

+16.000M 

MAY FREEZE 
ENEMIES 

1 Ji 


MM g~S2gg 

BIND 

HOLD 

SEIZE 

ARREST 

1 

ADDED RARITY 

ADDED RARITY 

ADDED RARITY 

ADDED RARITY 

★ ★★★ 



° n the fr ° nt iines whiie g ‘ ving b ° th a 

ADDED VALUE 

+1.000M 

ADDED VALUE 

+4,000M 

ADDED VALUE 

+9,000M 

ADDED VALUE 

+16,000M 




MAY PARALYZE 
ENEMIES 

MAY PARALYZE 
ENEMIES 

MAY PARALYZE 
ENEMIES 

MAY PARALYZE 
ENEMIES v I 

| rate, but lots of fun. A confused enemy 

o and other monsters alike. It doesn’t last 

PANIC 

RIOT 

mu-.ju t i i lamipM 1 .*' 

HAVOC 

CHAOS 


ADDED RARITY 

ADDED RARITY 

ADDED RARITY 

★ ★★☆ 

ADDED RARITY 

★ ★★★ 



accurate weapons like Rifles, and at 

MlMBj hish element ievels ’ c ° nfusion effects 

ADDED VALUE 

ADDED VALUE 

ADDED VALUE 

ADDED VALUE 



+1,000M 

+4,000M 

+9,000M 

+16,000M 



MAY CONFUSE 
ENEMIES 

MAY CONFUSE 
ENEMIES 

MAY CONFUSE 
ENEMIES 

MAY CONFUSE 
ENEMIES 

i 


























































































Draw-series weapons do damage while 
replenishing your life, which is always 
nice. Even better, they can suck life 
from enemies that couldn’t otherwise 
be damaged, like Pan Arms and Dark 
Gunners. They max out at 30/60/90 HP 
per hit in Normal, Hard and Very Hard 
respectively. 


-- --— -—- - ' -~-n 

DRAW 

DRAIN 

FILL 

GUSH 



ADDED RARITY 

ADDED RARITY 

ADDED RARITY 

ADDED RARITY 





★ ★★☆ 

★ ★★★ 



ADDED VALUE 

ADDED VALUE 

ADDED VALUE 

ADDED VALUE 



+l,OOOM 

+ 4 , 000 M 

+ 9 , 000 M 

+ 16 , 000 M 


DRAINS 5 % OF 

DRAINS 9 % OF 

DRAINS 13 % 

DRAINS 17 % 


ENEMY’S HP 

ENEMY’S HP 

OF ENEMY’S HP 

OFENEMY’SHP 


These weapons sound like they couldn’t 
possibly be good, but they actually are. 
On a long-range weapon, they’re an 
opportunity to safely drop an enemy in 
one hit. If it doesn’t work, you can 
always just duck back into a doorway. 
They won’t work against bosses, but 
they’re very satisfying versus Pan Arms. 


DIM 

SHADOW 

DARK 

HELL 

ADDED RARITY 

ADDED RARITY 

ADDED RARITY 

ADDED RARITY 

★ ☆☆☆ 



★ ★★★ 

ADDED VALUE 

ADDED VALUE 

ADDED VALUE 

ADDED VALUE 

+ 1 , 000 M 

+ 4 , 000 M 

+ 9 , 000 M 

+ 16 , 000 M 

MY KILL ENEMY J 

MAY KILL ENEMY , 

MAY KILL ENEMY 

MAY KILL ENEMY 

INSTANTLY 

INSTANTLY 

INSTANTLY 

INSTANTLY 


It comes at a price, but the effect is usu¬ 
ally worth it. These weapons are 
overkill against normal enemies, but 
great against bosses. The double dam¬ 
age more than makes up for the slightly 
reduced accuracy. 


CHARGE 

SPIRIT 

BERSERK 

ADDED RARITY 

ADDED RARITY 

ADDED RARITY 

★ ★★☆ 

ADDED VALUE 

+ 4 , 000 M 

DRAINS YOUR MESETA 

TO PERFORM A DOUBLE- 
POWERED ATTACK 

ADDED VALUE 

+ 4 , 000 M 

DRAINS YOUR TP TO 
PERFORM A DOUBLE- 
POWERED ATTACK 

ADDED VALUE 

+ 9 , 000 M 

DRAINS YOUR HP TO 
PERFORM A DOUBLE- 
POWERED ATTACK 


Heart-series weapons don’t drain TP 
from enetnies, they simply replenish it. 
Obviously, their usefulness depends on 
how much your character relies on tech¬ 
niques. For Forces, they’re amazing. In 
offline mode, no Cane, Rod, or Wand 
can compete with a Geist Handgun. 


HEART 

MIND 

SOUL 

ADDED RARITY 

ADDED RARITY 

ADDED RARITY 



★ ★★☆ 

ADDED VALUE 

ADDED VALUE 

ADDED VALUE 

+ 1 , 000 M 

+ 4 , 000 M 

+ 9 , 000 M 

REFILLS 3 % OF 
YOUR MAX TP 

REFILLS 4 % OF 
YOUR MAX TP 

REFILLS 5 % OF 
YOUR MAX TP 


GEIs/1 

ADDED RARITY 

★ ★★★ 

ADDED VALUE 

+ 16 , 000 M 

REFILLS 6 % OF 
YOUR MAX TP 


These are basically useless. If you want j 
EXP, you’d be better served just blazing 

WASTER’S 

LORD’S 

KING’S 

^ ..-.-r- 

through the game killing as many ene¬ 
mies as quickly as you can. 

ADDED RARITY 

★ ★ vT# 

ADDED RARITY 

★ ★★☆ 

ADDED RARITY 

★ ★★★ 



ADDED VALUE 

+ 4 , 000 M 

ADDED VALUE 

+ 9 . 000 M 

ADDED VALUE 

+ 16 , 000 M 


- — - ——--— 

TAKES 8 % OF 
ENEMY’S EXP 

TAKES 10 % OF 
ENEMY’S EXP 

TAKES 12 % OF 
ENEMY’S EXP 

-1 


they don’t work on bosses. But they’re 
great in Hard and Very Hard modes, 
where enemy HP totals spiral out of 
control. They’re also pretty much the 
only chance for a Force to do 900 points 
of damage with a weapon attack! 


DEVIL’S DEMON’S 


ADDED RARITY 

★ ★★☆ 

ADDED VALUE 

+9,000M 

REDUCES ENEMY 
HP TO 1/2 


ADDED RARITY 
★ ★★★ 

ADDED VALUE 

+ 16 . 000 M 

REDUCES ENEMY 
HP TO 1 /A 




































































Appendices 


Barriers & Shields 


Defense and Evasion Ranges 

Unlike Weapons, Barriers and Shields don’t have fixed stats. 
Any one Barrier could be better than another, and thats 
reflected in the Defense and Evasion ranges. Resistances 
may also vary slightly. 



RARITY 

fT.. , -- 1 RARITY i| 

[ Shieia __j a********* 11 

rz —-j rarity 

Core Shield _J 

r—-_ 1 RARITY :li 

iCiga Shield j ********** 

I [—- — - ", - 1 RARITY 

So ul Barrier _j ********** [ 

Hard Shield 

rz -1- ] -1 RARITY | 

Brave Barrier J 

"n —i rar,ty 

\ Solid Shield _j ********** 

- - - 1 rarity a 

Flame Barrier J 


rZ -— , - 1 RARITY 

Freeze Barrier I {■■***** 


[ Guardian Shield ] 

r——-:-J RARITY 

Divinity Barrier 


EFR 

20 

ETH 

[■ill 

EIC 

BSR i! 

EDK 

bm ;. 

m 

DEFENSE 

2 - 7 

EVASION 

25 - 30 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

20 

l$B|l 

20 

ail! 

0 

4-9 

32 - 37 

EFR 

ETH 

EIC 

EDK 

J LT i 

DEFENSE 

EVASION 

18 

tS9J! 

18 

0 

0 

6 -11 

40 - 45 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

20 

l! l8 j] 

20 

■ill 

0 

8-13 

47-52 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

HI 

|!fH3| 

IHW! 

0 

0 

10 -15 

55-60 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

20 

20 

20 

0 

0 

|[j2 - 17 

57 • 62 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

{■S 

18 

;{H9|| 

0 

0 

14 -19 

65-70 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

20 

20 

20 

0 

liBI 

16-21 

72-77 


Type Resistances 

Shields and Barriers tend to resist Fire (EFR), Lightning 
(ETH), and Ice (EIC), while the resistance of Frames and 
Armor lean more towards Dark (EDK) and Light (ELT). 


EVASION MIN. LEVEL: : HUNTERS RANGERS FORCE 

i YES YES YES 

EVASION MIN. LEVEL 5 HUNTERS RANGERS FORCE J 

32 -37 4 ]!■ YES M[YES — 1 


if* 


YES 


NO 


YES 


YES 


NO 


EVASION MIN. LEVEL HUNTERS RANGERS FORCE 

_ .. 1 s,re- VCC VCC 


I. LEVEL 

19 j i 


YES YES 


YES 


YES YES 


NO 


ij 


YES 


EFR ETH EIC 

■himiih 

EFR ETH EIC 

o 30 0 


EFR ETH EIC 

o 0 30 


EFR ETH EIC 

I111IMH— 1 


EDK ELT DEFENSE 

hmhhi 


EDK ELT DEFENSE 

■HUM | i 21 - 26 

EDK ELT DEFENSE 

EDK ELT DEFENSE 

■ ■ 26-31 


EVASION MIN. LEVEL HUNTERS RANGERS FORCE 

23 yes ” 

EVASION MIN. LEVEI3 f H ^ ERS ^ ERS F °* C c E 

85 • 90. 27 




YES NO 

YES VES 


EVASION MIN. LEVEL HUNTERS RANGERS FORCE I 

92-97 31 YES YES YES 


EVASION MIN. LEVEL HUNTERS RANGERS FORCE 

100 105 35 ~ J|F m 9 ^ 

r 


EVASION MIN 

110 -115 


HUNTERS RANGERS FORCE 

YES YES YES 


RARITY 

********** 

EFR ETH EIC EDK ELT 

ll^■lli■m■n^^n^^l 

DEFENSE 

29-34 

EVASION 

120 -125 

RARITY 

EFR ETH EIC EDK ELT 

DEFENSE 

[ {^32-37 J] 

EVASION 

130 -135 

RARITY 

********** 

EFR ETH EIC EDK ELT 

JlMiHHl—1IH11MI 

DEFENSE 

35'40 

EVASION !j 

140 -145 

rpiSasPiiif 

EFR ETH EIC EDK ELT 

JlBBlIUlMillMill— 1 

DEFENSE 

j 1 38 - 43 

EVASION 

150^55 I 


r EL HUNTERS RANGERS FORCE 

|§ YES YES 1 YES |J 


EVASION MIN. LEVEL HUNTERS RANGERS FORCE 

51 YES YES wn 


EFR ETH EIC EDK ELT DEFENSE 

IMBlBWllMIlWHIMil |i a 1 -a 6 


EVASION MIN 

160-165 


:i 

a 

',r l 


*1 


HUNTERS RANGERS FORCE 

YES YES ■ YESTI 


HUNTERS RANGERS FORCE 

YES YES ■ = 7 NP|j! 




ci r phk 

ELT DEFENSE 

0 44-49 

EVASION 

MIN.LEVEL 

HUNTERS RANGERS 

FORCE 

EFR 

27 

ETH 

27 

ClL tUIV 

|li 3 o||i 0 

170175 1 

_ 63 

YES YES 

YES 


Ultimate Shield | RARI ™ j I 

Spiritual Shield j RAR,TY 


EFR ETH 

30 28 


EIC 

28 


EDK ELT DEFENSE 

47 • 52 


j Celestial Shield j 


if 

E 2 F S R E Js H *£ T E o T 

EDK ELT DEFENSE 

0 0 


EVASION MIN. LEVEL HUNTERS RANGERS FORCE 

180-185 55 ill YES ■ YES it NO 


EDK ELT DEFENSE 

50-55 


EFR ETH EIC 

30 30 


52-57 


L 

I, LEVEL! f 
7 i YES 

EVASION MIN. LEVEL HUNTERS RANGERS FORCE 

YES IYET — 1 


EVASION MIN 

190 -195 


HUNTERS RANGERS FORCE 

YES NO 


200 - 205 
























































































































Frames and Armor 


Frame 


Armor 


Psy Armor 




Giga Trame ] 


Soul Frame 


] 


Cross Armor 


RARITY 

EFR 

ETH 

EIC 

EDK 

ELT 

^DEFENSE _ 

EVASION 

MIN. LEVEL 

HUNTERS 

RANGERS 

FORCE 


jlEK! 

0 

0 

■Mil 

0 

5 ' 7 

5-7 

1 

YES 

YES 

YES 

fc=RMrinr^if 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

MIN. LEVEL 

HUNTERS 

RANGERS 

FORCE 


0 

|—l 

|l■l|l 

0 

99 

7-9 

7*9 

4 

YES 

YES 

NO 

£ RARITY 

EFR 

llBi| 

ETH 

5 

EIC 

0 

EDK 

0 

ELT 

0 

DEFENSE 

10 - 13 

EVASION 

10 -12 

MIN. LEVELS f 

7 J II 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

NO 

RARITY 

EFR 

0 

ETH 

i— 

EIC 

!■■ | 

EDK ELT 

0 0 

DEFENSE 

15-19 

EVASION 

12 -14 

MIN. LEVEL 

10 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

YES 

RARITY 

EFR 

0 

ETH 

|— 

EIC 

nni 

EDK 

0 

ELT 

0 

£ DEFENSE 

20-24 

EVASION 

15-17 

MIN. LEVEL"? f 

13 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

YES 

g RARITY 

EFR 

ETH 

EIC 

EDK 

ELT 

DEFENSE 

EVASION 

MIN. LEVEL 

HUNTERS 

RANGERS 

FORCE 


jim! 

0 

IBBI 

1—1 

10 

25-29 

17-19 

16 

YES 

YES 

NO 


Solid Frame 


Brave Armor 


3 


Hyper Frame 


Grand Armor ] 


Shock Frame 




RARITY 


King f s Frame | 


Dragon Frame 


Absor b Armor 


Protect Frame 


RARITY 


RARITY 


RARITY 


General Armor 


Perfect Frame 


RARITY 

★★★★★★★£? £?* 

I RARITY 


Valiant Frame 


RARITY 


Imperial Armor 


RARITY 

★★★★★★★★<?*? 


Holiness Armor 


Guardian Armor ] 


RARITY 

RARITY 


RARITY l j 

EFR 

0 

ETH 

■■ 

EIC 

ll—ll 

EDK 

0 

ELT 

10 

DEFENSE 

30-34 

EVASION 

20 - 22 

MIN. LEVEL 

19 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

YES 

RARITY 

EFR 

4 

ETH 

0 

EIC 

J|— j 

EDK 

10 

ELTJ 
— 1 

t DEFENSE 

35 - 39 

EVASION 

22 - 24 

MIN.LEVEL 

23 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

NO 

HErarity 

EFR 

0 

ETH 

IBI 

EIC 

jiapj 

EDK 

12 

ELT 

0 

DEFENSE 

40-44 

EVASION 

25-27 

MIN. LEVEL 

27 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

YES 

»^gaBLTT" ; 3 ir* 

********** 

EFR 

0 

ETH 

■H 

EIC 

0 

EDK 

0 

ELT 

10 

DEFENSE 

45-49 

EVASION 

27 - 29 

MIN. LEVEL 

31 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

NO 


EFR ETH EIC EDK ELT DEFENSE 

HHllHHIl BHIlHHIlHH 

EFR ETH EIC EDK ELT DEFENSE 

HHilUHllHH 1 


EVASION 

30 - 32 


EVASION 

32 - 34 


EFR ETH EIC EDK ELT DEFENSE 

HHII 60-64 


EVASION 

35-37 


MIN.LEVEL 

■■■III 

MIN.LEVEL 

39 _j |f 

MIN. LEVEL 

43 


HUNTERS RANGERS FORCE 

YES 


YES YES 


HUNTERS RANGERS FORCE 

YES YES YES 


HUNTERS RANGERS FORCE 

I YES IB YES II YES 


JUI 

ETH 

EIC 

EDK ELT 

DEFENSE 

EVASION 

MIN. LEVEL 

HUNTERS 

RANGERS 

FORCE 

0 

!■■ 

11 —11—1 

65-69 

37 - 39 

47 

YES 

YES 

NO 


EFR 

ETH 

EIC 

EDK ELT 

1 DEFENSE 

EVASION 

MIN. LEVEL 

HUNTERS 

RANGERS 

FORCE 

JlH— 1| 

—J 

1 — i 

|1—11— 1 

70-74 

40-42 

YES 

YES 

YES 











EFR 

0 

ETH 

0 

EIC 

5 

EDK ELT 

20 0 

DEFENSE 

75-79 

EVASION 

42 - 44 

MIN.LEVEL 

55 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

NO 


EFR ETH EIC EDK ELT DEFENSE 

■■ ■■! ■■ !■■ |IKM ff~ 80-84 


EVASION 

45-47 


MIN.LEVEL 

59 


HUNTERS RANGERS FORCE 

YES YES H YES I 


EDK 

■j! 

ELT 

j— j 

DEFENSE 

85-89 

EVASION 

47 -49 

MIN. LEVEL 

63 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

YES 

“ _ 

EDK 

!— I|l 

ELT 

16 

DEFENSE 

90-94 

EVASION 

50-54 

MIN.LEVEL• f 

67 1 

HUNTERS 

YES 

RANGERS 

YES 

FORCE i 

■no j] 


EDK 

ELT 

DEFENSE 

EVASION 

MIN. LEVEL 

HUNTERS 

RANGERS 

FORCE | 


25 


95-99 


EFR ETH EIC EDK ELT DEFENSE 

■■|■H||II■: 18 16 100-104 


EVASION 

55-57 


MIN. LEVEL 

75 


NO 

HUNTERS RANGERS FORCE 

YES YES NO 



Divinity Armor 


EFR 

0 

ETH 

0 

EIC 

0 

EDK 

18 

ELT 

— J 

DEFENSE 

: 105 -109 

EVASION 

57 - 59 

MIN.LEVEL 

78 _ j 1? 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

NO 


Ultimate Frame 


EFR 

0 

ETH 

0 

EIC 

0 

EDK 

j!lig| 1 

ELT 

18 I! 

DEFENSE 

j 110 -114 

EVASION 

60 - 62 

MIN.LEVEL 

80 

HUNTERS 

YES 

RANGERS 

YES 

FORCE J 

YES 

f „-1 RARITY 

Celestial Armor 

EFR 

0 

ETH 

0 

EIC 

0 

EDK 

iij§2oli|| 

ELTfj 

20 

1 DEFENSE 

120-130_ 

EVASION 

72 - 82 

MIN. LEVEL 

85 

HUNTERS 

YES 

RANGERS 

YES 

FORCE 

■no I 









































































































































































Appendices 


Units 

Listed here are all of the Armor Units you can possibly find. Most of the higher levels are phenomenally rare, and few will ever see a Unit in the */Ability, */Resist, 
*/Technique or */Battle series. But they are out there. Every Unit that alters your stats also has a -, +, and ++ version. The bonuses and penalties also affect 

the rarity level of these items, so a Knight/Power- has o stars, and a God/Power++ has 13 (theoretically, at least... I doubt we’ll ever find one). 


: Knight/Power General/Power I 

Rakes your ATP (attack) by 5; fc ATP “T. 10 

Priest/mind MWM General/mind 

Raises your MST (Mind) by 5 , 


Marksman_ 

/Arm Raises your ATA (accuracy) by 3 j 


Ogre /Power ' 


Angel/mind 


General/Arm H 2 SSSB Elf/Arm 

Raises your ATA (accuracy) by 5 


Raises your ATP (attack) by 15 



Raises your MST (Mind) by 15 


Raises your ATA (accuracy) by 7 


Thief/Legs 

Digger/HP 

1 

Warrior/Body 

Angel/Luck 

1 



General/Legs HHSZXEBBBHft Elf/Legs 

Raises your EVP (Evasion) by 20 


Raises your EVP (Evasion) by 30 


General/HP 


Raises your HP Max (Hit Points)by 10, » 


RAi! 


Master/Ability | Hero/Ability BESnSSS Goo/Ability HBSSSSB 

^ t Raises atp,mst,ata,evp, and ofp by 15 Raises atp.mst.ata.evp. and dtp by 20 


| Resist/Fire 


Resist/cold 



General/Body 


God/Luck 



Dragon/HP 


Raises your HP Max (Hit Points)by30 


Metal/Body 


Raises your DFP(Defense) sy 20 


Raises your DFP(Defense) by 30 


God /Power 

I ********** n 

Raises your ATP (attack) by 25 


God/mind 

1 ********** 

Raises your MST (Mind) by 25 

. . 

God/Arm 

K53fiXSZ!X 

Raises your ATA (accuracy) by 15 


God/Legs 

■EHHH33391 

Raises your EYP (Evasion) by 40 

- - 

God/HP 

msTBSEnm 

Raises your HP Max (Hit Points)by 40 

God/Body 

— MiJJiJJZSaB 

Raises your DFP(Defense) by 40 


Raises your Luck by 10 


Resist/Flame 


Resist/Freeze 


Resist/Burning 


Raises your Fire Resistance by 10 Raises your Fire Resistance by 15 

Resist/Blizzard 



Raises your Ice Resistance by 15 


Resist/Thunder HEBSZSB Resist/Storm ■K22ZBZS3S 

Raises your Lightning Resistance by 5~ '• Raises your Lightning Resistance by 10 Raises your Ughtn.ng Resistance by 15 


| Resist/Saint 

Raises your Light Resistance by 5 ; , Raises your U6ht Resistance by 10 


Resist/Holy 


Raises your Light Resistance by 15 


f Resist/Evil ■BSBfflB Resist/Devil 

Raises your darTreskTance by 5 Raises your dark Resistance by 10 - Rakes your dark Resistance by 15 


: ALL/RE5I5T _ 

(raises your f. re, ■ce.Ughtnin6.lt. & Drk. Resistances by 3. ^Raises yo ur Fire, .a .Lightning. Lt. & Drk. Resistances by 5 * Raises your Fire.jce, Lightning. Lt. & Drk. Resistances by 9 



TP/Restorate |_ ^ 

YOU JAIN TP AS YOU WAU(U)NG INTERVAL)! ...._ YOU GAIN TP ASVOU WALK (MEDIUM INTERVAL) 


Super/Resist 

^Raises your Fire.jce , 

HP/Generate 

k. _you 

TP/Generate 

^ _ _ Yo il^ UN TP 

PB/Generate 



Perfect/Resist 

Raises your Fire, ic 

HP/Revival 


YOU GAIN HP AS YOU WALK (SHORT INTERVAL) 


TP/Revival mssmmsm 

You gain TP as you walk (short interval) 


PB/Amplifier __________ 

I your Photon Blast bar fills as you walk (long interval) I k Your Photon Blast bar fills as you walk (medium intervalT Your Photon Blast bar fills as you walk (short interval) 

i Devil/Technique I 


i Wizard/T echnique I 

The levels of all youf TEC^UES :. s: SY 1 ... u f B LEVELS of all your techniques roe by 2 WHILE EQUIPPED , The levels of auyourtechnhiues r.se by 3 WHILEequipped 


General/Battle devil/Battle ■KH222322Sk God/Battle HK 

The speed of you weapon increases BY 10%. L ThE SPEJD OF YOU weapon increases by 20% , 


The speed of you weapon increases by 30% 


Trap/Search 


Raises your ATP (attack) by 5i 


*********•£ 


Cure/Poison 

Cures Poison within one secono , 


Jk Cure/shock mssssmm Cure/Paralysis masmsssm Cure/Confusion 

* Cures Shock within one second Cures Paralysis within one second 

Cure/Slow 




Cures Confusion within one second * 


Cure/Frozen ■EZZZZZIZ 

Cures Slow within one second ^ ures Pro2£n wrr * IN 0NE S - C0ND 




































































































Mags Explained 

The Mag you begin the game with offers little more than a modest Defense boost. But if you diligently feed it 
recovery items, it can become a major factor in the game. Not only will the stat boosts get bigger, but your Mag 
will learn all sorts of new abilities. It may be able to make you temporarily invulnerable, or boost your stats 
before bosses, or even Reverser you when you die. And every time it evolves, it will pick up another Photon Blast 
(up to three), which are poweful summon spells that you can use whenever your bar is charged in combat. 

Your Mag will first evolve at level 10. The process is simple: If you’re a Hunter, it will become Varuna. If you’re 
a Ranger, it will become Kalki, and if you’re a Force, you’ll get Vritra. But the next time, its evolution is in your 
hands. The Mag you get will depend on which stat you’ve raised the highest by level fifty. 

Every 5th level after level 50, your Mag will check its stats to see if its balance has changed. If it has, it will evolve 
again. Only POW, DEX, and MIND matter, but at the third stage you can force a new evolution by simply chang¬ 
ing which stat is the second highest. 

If you look up your Mag in our Maglopedia, beginning on page 173, you’ll find a full list of its triggered abili¬ 
ties. You can also find out what its favorite foods are, and refer to the Preferences Charts to drive its evolution 
in whatever specific direction you want. 





Vaiuna 

POW is highest 


Jf 

DEX is highest 


MIND is highest 


I 



(Note that the coloring of all the 
Mags presented in this section 
may vary from the ones you find. 
All Mags evolve to match the 
color of their master.) 



Fourth Evolution Mags 

For your Mag to evolve a fourth time, it must be at least level 100 and the 
sum of two of its stats must equal the sum of the other two. This equation 
varies depending on your character’s section ID, and the Mag you get 
depends on your character’s job and sex (see charts below). Once your Mag 
evolves a fourth time, it will not evolve again. 



Raised by Hunter 

** 

Raised by Ranger 

• 

Raised by Force 








K 

Boss Fight 





HUNTERS 

Section ID: Viridia, Bluefill, Redria, Whitill 

Evo.'j-:os Cj\L ,M (POW+MIND) = (DEF+DEX) ► Mag: Male: Diva , Female: Savitri 

Section ID: Greenill, Purplenum, Oran 

JlgSHB Evolution CoNOiT’QN: (POW+DEX) = (MIND+DEF) ► Mac-: Male: Ravi, Female: Savitri 

Section ID: Skyly, Pinkal, Yellowboze 

■ Evolution Condition: (POW+DEF) = (MIND+DEX) ► Mag: Male: Ravi, Female: Savitri 


RANGERS 


Section ID: Viridia, Bluefill, Redria, Whitill 

Evolution Condition: (POW+MIND) = (DEF+DEX) ► Mag . Male: Pushan, Female: Rukumin 

Section ID: Greenill, Purplenum, Oran 

~T■ Z.^j : . n (PQW-t-DEX) » (MIND+DEF) ► v Male: Pushan, F emale: Rukumin 

Section ID: Skyly, Pinkal, Yellowboze 

H Evolution Condition: (POW+DEF) = (MIND+DEX) ► Mag: Male: Rukumin, Female: Divari 

FORCES 

Section ID: Viridia, Bluefill, Redria, Whitill 

Ev’JwJT'On Co-.d - c (POW+MIND) = (DEF+DEX) ► Y-w Male: Nidora,_Female:_Shato_ 

Section ID: Greenill, Purplenum, Oran 

I.inn Condition: (POW+DEX) = (MIND+DE F) ► Male: Nidora, Female: Peema 

Section ID: Skyly, Pinkal, Yellowboze 

■ Evolution Condition: (POW+DEF) = (MIND+DEX) ► Mag: Male: Nidora, Female: Peema 







Fourth F/oi ution 


Photon 

Blast 
































































































































Far la (the Serpent) 

Hunters will get this useful 
Photon Blast first, it destroys 
everything in a circle around 
the summoner. 

Estlla (the Dolphin) 

Rangers will get this one from 
> Kalki. It can only hit enemies 
that are straight ahead, so aim 
carefully. 


Leilla (the Goddess) 

Only Forces will get this rare 
Photon Blast. All it does is 
F heal the user, so it’s not much 
better than Resta. 

Mylla & Youlla 

k The twins are disturbingly 
k cute, but don’t do anything for 
r you except cast Shifta and 
Deband. 


Preference Charts 


Chart #1 

Def 

Pow 

Dex 

Mnd 

IQ 

Syn 

Monomate 

+5 

+10 

0 

0 

0 

0 

Dimate 

+5 

+15 

+3 

0 

+i 

+i 

Trimate 

+8 

+ 20 

+6 

-5 

+2 

+2 

Monofluid 

+5 

0 

0 

+10 

0 

0 

Difluid 

+5 

0 

+3 

+15 

+1 

+1 

Trifluid 

+8 

-5 

+6 

+20 

+2 

+2 

Antidote 

+0 

+5 

+14 

0 

+1 

0 

Antiparalysis 

+0 

0 

+14 

+5 

0 

+1 

Sol Atomizer 

+9 

+9 

+8 

0 

+2 

-2 

Moon Atomizer 

+9 

0 

+8 

+9 

-2 

+2 

Star Atomizer 

+14 

+14 

+14 

+14 

+3 

+3 

Chart #4 

Def 

Pow 

Dex 

Mnd 

IQ 

Syn 

Monomate 

-5 

+9 

-5 

0 

-l 

+i 

Dimate 

0 

+n 

0 

-10 

0 

+i 

[ Trimate 

+4 

+14 

0 

-15 

+i 

0 

Monofluid 

-5 

0 

-5 

+9 

-l 

+i 

Difluid 

0 

-10 

0 

+n 

0 

+i 

Trifluid 

+4 

*15 

0 

+14 

+1 

0 

Antidote 

-5 

-5 

15 

-5 

-1 

+1 

Antiparalysis 

+6 

-3 

0 

-3 

+3 

-2 

| Sol Atomizer 

+5 

+22 

-5 

-20 

-2 

+3 

* Moon Atomizer 

-5 

-20 

+5 

+22 

0 

+ 2 

Star Atomizer 

+5 

+5 

+5 

+ 5 

+2 

+2 


Pilla (the Sorcerer) 

The text says Pilla only hits fly- 
ing creatures, but that isn’t 
true. Pilla slaughters every¬ 
thing nearby. 

Golla (the Elk) 

The angry moose can only hit 
one target, so make it count. 
Ideal for boss fights. 


Feeding the basic Mag (Chart #o) is a snap... It loves everything. But as your Mag evolves, it 
gets picky, and its former favorite foods may be lowering its stats more than it raises them. 

1 That’s why it’s crucial to feed your Mag the right foods. Look up your Mag in the Maglopedia, 
and note the number to the right of the word “Preferences.” Check the corresponding chart 
here, and you’ll have hard data on how each food affects it. Many of the nega ives don^ mat¬ 
ter if you’re only trying to raise one stat, but watch out for the IQ and Synchro! Your Mag will 
level up in the appropriate stat when its'bar reaches 100. 


Chart #0 
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Pow 

Dex 

Mnd 

IQ 

Syn 

Monomate 

+5 

+40 

+5 

0 

+3 

+2 

Dimate 

+10 

+45 

+5 

0 

+3 

+2 

Trimate 

+15 

+50 

+10 

0 

+4 

+3 

Monofluid 

+5 

0 

+5 

+40 

+3 

+2 

Difluid 

+ 10 

0 

+5 

+45 

+3 

+2 

Trifluid 

+15 

0 

+10 

+50 

+4 

+3 

Antidote 

+5 

+10 

+40 

0 

+3 

+2 

Antiparalysis 

+5 

0 

+40 

+10 

+3 

+2 

Sol Atomizer 

+15 

+30 

+15 

+25 

+i 

+3 

Moon Atomizer 

+15 

+ 25 

+15 

+30 

+1 

+3 

Star Atomizer 

+25 

+25 

+25 

+25 

+5 

+5 


Chart #2 

Def 

Pow 

Dex 

Mnd 

IQ 

Syn 

Monomate 

0 

+9 

0 

-5 

-1 

0 

Dimate 

+4 

+13 

0 

-10 

0 

+1 

Trimate 

+6 

+16 

+4 

-15 

+1 

+2 

Monofluid 

0 

-5 

0 

+9 

-1 

0 

Difluid 

+4 

-10 

0 

+13 

0 

+1 

Trifluid 

+6 

-15 

+4 

+16 

+2 

+1 

Antidote 

-5 

+4 

+11 

-5 

1 +1 

-1 

Antiparalysis 

-5 

-5 

+11 

+4 

0 

0 

Sol Atomizer 

0 

+11 

+5 

-5 

-2 

+2 

Moon Atomizer 

+5 

-5 

0 

+11 

+1 

-1 

Star Atomizer 

+6 

+8 

+6 

+8 

+2 

+2 

Chart #5 
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Pow 

Dex 

Mnd 

IQ 

Syn 

Monomate 

-4 

+13 

-5 

-5 

-1 

+1 

Dimate 

0 

+16 

0 

-15 

+1 

0 

Trimate 

+4 

+19 

0 

-20 

0 

+1 

Monofluid 

*4 

-5 ' 

-5 

+13 

-1 

+1 

Difluid 

0 

*15 

0 

+16 

+1 

0 

Trifluid 

+4 

-20 

0 

+19 

0 

+1 

Antidote 

+5 

-6 

+6 

-5 

+1 

0 

Antiparalysis 

0 

-4 

+14 

-10 

+1 

-1 

Sol Atomizer 

+5 

+17 

-5 

-15 

-1 

+3 

Moon Atomizer 

-10 

-15 

+5 

+22 

0 

+1 

Star Atomizer 

+4 

+6 

+4 

+6 

+2 

+2 


Chart #3 


Monomate 

Dimate 

Trimate 

Monofluid 

Difluid 

Trifluid 

Antidote 

Antiparalysis 

Sol Atomizer 

Moon Atomizer 

Star Atomizer 


Pow 


+4 

+7 

+14 

o 

-10 

•15 

-5 

-3 

+22 

-20 

+5 


0 

0 

+4 

o 

0 

+4 

+5 

+20 

+5 

-8 
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+14 
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-5 

+8 

+6 
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Chart #6 


Monomate 

Dimate 

Trimate 

Monofluid 

Difluid 

Trifluid 

Antidote 

Antiparalysis 

Sol Atomizer 

Moon Atomizer 

Star Atomizer 


Pow Dex 


+9 

+n 

+14 

-4 

-10 

-15 

+6 

-15 

-20 

+17 

+10 


-4 
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-15 
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+n 

+14 
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Hunters no 


Rangers no 


Forces 


PREFERENCES: 


First Evolution 


Hunters 


Rangers 


Forces 


First Evolution 


Forces no 


P „ H0T ?_ N bar Fills Boss Fig 


Blast 


I/O You 


Estilla 


P bSst N Bar Fills ^ Boss Fight J 


. 


Pill a 


PHOTDM 


Bl S: 


Bar Fills 


First Evolution 


B.ast 


I/O You 

HP Die 


YES 


Estua 


First Evolution 


Hunters 


Photon 


Boss Fight 


) J 


Bar Fills 


B.ast 


Forces 


Rangers 


Photon 

Blast 

PlLLA 


YES 


The Maglopedia 

All Mags have up to four special abilities, but they can only trigger in the following sit¬ 
uations: When the Photon Energy bar has just hit 100%, when you’re fighting a boss, 
when you’ve been knocked down to 10% or less of your HP Max, and when you die. If 
your Mag has a high enough IQ and Synchro, its ability may then activate, making you 
momentarily invincible, casting Shifta and Deband, casting Resta, or casting Reverser. 
You can see which Mags use which abilities in which situations in the profiles below. 

Note that your Mag will only learn the new Photon Blasts shown here if it s one of the 
first three times it’s evolved. Each Mag can only get three Photon Blasts, and you can’t 
choose to replace old ones with newer ones. 


Photon 

Blast 

• 

Bar Fills \ ^^Boss F,GH1 

® W ft ® 

Mylla 



Photon 

Blast 


You 

Die 


Boss Fig 


Bar Fills 


Mag Abiluties 

VSV Invulnerability: Nothing can 
XEf hurt you for nearly a full minute. 

Shifta/Deband: Your Attack and 
Defense rise for a short while. 

Resta: Your mag may heal you. 
This will not affect other players. 


Hunters 

| yes 

Rangers 

■ yes 























































































































































































































































































































Appendices 




Photon 

Blast 


Photon 

Bust 


Photon 


Photon 

Blast 


Photon 




Estilu 


Photon 


Photon 
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Techniques 


It’s interesting to see what happens with old techniques at higher 
levels. They all get new effects, but some become progressively 
stronger while others just sort of stagnate, so pay close attention 
to how much additional power they gain with each technique 
level. This is also a good opportunity to practice your algebra. 


LEVEL 1 

Poison 

LEVEL 2 

Poison, Shock 

LEVEL 3 

Poison, Shock, Paralysis 

LEVEL 4 

Poison, Shock, Paralysis, Confusion 

LEVEL 5 

Poison, Shock, Paralysis, Confusion, Slow 

LEVEL 6 

Poison, Shock, Paralysis, Confusion, Slow, Jellen/Zalure 

LEVEL 7 

Poison, Shock, Paralysis, Confusion, Slow, Jellen/Zalure, Frozen 



Zonde’s auto-targeting capability makes it the staple technique for begin¬ 
ners. But even pros will enjoy its speed, reliability, and the usefulness of its 
lightning-type damage. _ 

l.l*(LEVEl-l)+6 




Gifoie is great in the caves, where most enemies are weak to Fire. It’s a lit¬ 
tle too slow to be used in later areas, though, and should be replaced with 
Rafoie and Razonde. 




Gibarta is possibly the most useful Ice spell. It’s relatively cheap, it can hit multi¬ 
ple targets, it’s great against the Dragon, and it frequently freezes enemies. Nice. 


1-15: 24*(LeVEL-i)+2^0 

16-30: 4 Q*(LeV£L -1 


o.5*(Level-i)+25 


It looks like a circle of lightning, but Razonde is actually a series of homing 
bolts that fire from your body. This technique is expensive, but never misses! 


i^5^6*(L£VEnH45<^^ 

16-30: 9*(Level-i)+s*>o 


o.3*(Levei-i)+35 


Every Forces starts with this simple but powerful technique. At higher levels, it 
travels faster and becomes quicker to cast, making it useful even late in the game. 


Type: 

Fire 

Power: 

1-15: 50*(Level-i)+iio 

16-30:6«>(LEVR-i)-8«j 

Cost: 

i.3*(Level-i)+5 



Barta can cut through enemies to hit ones behind it. That’s neat at low lev¬ 
els, but most players will retire this technique when they get Gibarta, which 
does the same thing better. 


After hitting one enemy, Gizonde’s bolt can zig-zag through them to hit other ene¬ 
mies. It’s a little unpredictable and hard to set up, but does very solid damage. 


1 - 15 : 22 *(LEVEl-l )+200 

l 6 - 3 Q: 38 *(LEVEt-i )-30 




o.6*(Level-i)+25 


■ tit ' 


Rafoie 


Rafoie has slightly finicky targeting and range, but does a ton of damage and 
can easily wipe out enemies that travel in packs. It’s great against bosses, too. 


Fire 


1-15: 22*(L£VEL-1)+350 

16-30: 21 *(LEVEI- 1)+370 


0 . 25 *(LEVEL-l )+30 



Rabarta hits every enemy near you. Its high probability of freezing enemies is 
very nice, but its has fairly limited range. Fortunately, that expands at higher levels. 


1-15: 19*(Levei-i)+4oo 


o.2*(Level-i)+35 





Type: 


Power: 


Cost: 
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Although it can only hit one target. Grants is the most powerful technique in the 
game. It auto-targets like Zonde, and very few enemies have resistance to it. 


i.i*(Level-i)+45 



Ryuker allows you to save money and inventory space by not having to carry 

Telepipes. The convenience of Ryuker is one of the many perks of being a 
technique user. 



Jellen is pretty worthless, since the Attack penalty is fairly insignificant, and 
enemies tend not to last long in PSO. It would be okay if it could be used on 
bosses, but it can’t. 


Power: 


1-30: [(Level-i)+io]*2/3 


(Levei-i)+10 



As Anti’s level increases, it can cure more conditions (of course, some of these 
will go away by themselves eventually). At higher levels, it can cure team¬ 
mates too. 


o.5*(Levei-i)+io 


1 


\ Megid instantly kills enemies according to the formula below (so at level 5, it’s 
£r0/_ a ff*rtw ie A It’c a nirp ahilitv. but useless against bosses and hard to hit with. 


Megid instantly Kins enemies accorumg iu me lum.uia uuu.. 

65% effective). It’s a nice ability, but useless against bosses and hard 


Power: 


i.05*(Level-i)+30 


Since so many enemies and bosses attack with techniques, the Defense 
boost Deband provides isn’t as good as Shifta’s Attack boost. But it’s still 
good in team games. 





~ ' —- - -- 

Why cast Zalure to lower an enemy’s defense when you can use an attack tech¬ 
nique and push them much closer to death? And once again, it doesn’t work 
on bosses. 


Power: 


Even at low levels, Resta heals a lot of HP! And at higher levels, it will heal any 
teammate who’s within its expanding range. Resta is a staple technique for any 
non-Android. 


Power: 




0 Reverser 


Power: 


If you play online frequently, Reverser can make you a very popular guy, and 
save you a ton of money on Moon Atomizers. A must-have for team players. 


n/a 
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